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The New Sound Blaster AWE32." 


Introducing the wave of the future: the new Sound 


Blaster AWE22. It combines advanced wave table 


Sound 


synthesis, a powerful digital signal processor, and 

the hottest audio effects all on the same sound card. That's 
why it’s the next generation PC sound standard. 

The Sound Blaster AWE32 puts the world’s purest 


music synthesis technology (from E-mu Systems ) inside your 


a 


PC. It also includes effects like chorus and reverb for 
increased depth and richness. And QSound so you can 


position sounds in 3D. It even comes with downloadable 


{ SOUND BLASTER AWE32 INCLUDES: — ey 


GENERAL MIDI INTERFACE HSC INTERACTIVE SE 
THREE CD-ROM INTERFACES 


MICROPHONE 


SOUND BLASTER AWE32 
TRUE 16-BIT CD SOUND 
ADVANCED WAVEFFECTS ™ 


CREATIVE WAVESTUDIO™ 2.0 
QSOUND CONTROL PANEL 
CREATIVE ENSEMBLE” 
CREATIVE SOUNDO'LE™ 


SYNTHESIS SOFTWARE INCLUDES: 
32-VOICE POLYPHONY CAKEWALK APPRENTICE 
SAMPLING SUBSYSTEM FOR WINDOWS 


= _ : 


CREATIVE MOSAIC 


SoundFont™ technology, so you can add to the library of 
sampled sound effects and instruments. And the latest speech 
technology, so you can navigate through all the major 
Windows” applications using voice commands. 

Of course, it's a Sound Blaster. So it makes all your 
favorite games and software sound more outrageous than 
you ever imagined. All this sound technology could cost you 
thousands. But the new 
Sound Blaster AWE22 ts 


only $399.* No other sound 


card comes close. Sound 


Interesting? Visit your 
local Creative Labs dealer. . — 


Or call J-800-998-5227. 


GREATIVE LABS, INC. 


“Suggested retail price. ©1994 Creative Technology Ltd. Sound Blaster, Sound Blaster AWE32, Advanced WavEffects, Creative VoiceAssist, Creative TextAssist, Creative Ensemble, Creative WaveStudio, Creative Soundo’LE and 
gs I 1O10 8) 2 s : 
the Sound Blaster and Creative logos are trademarks of Creative Technology Ltd. All other trademarks are the property of their respective owners. 
CS: inquiries: Creative Labs 1-800-998-5227 or 408-428-6600. International inquiries: Creative Technology Lites Singapore, TEL, 65-773-0233 FAX. 6S-773-0853:. 


Troy’s missing a few pages from his playbook. 


They're in here = Troy Aikman NFL Football on CD-ROM 


Like Page 7, Troy’s “Pitch”, the play that turned the Bills into four-time losers. And Page 21, 
Troy's favorite— “Lookie”, the one that’s made a lot of NFL cornerbacks consider a career change. 

New Troy Aikman NFL’ Football” on CD-ROM sets a whole new standard for video football games. 
It's the only game with Troy’s own favorite plays -- straight from the Cowboys’ playbook. Plays that 
helped win the last two Super Bowls. Plus each and every NFL player -- names, jersey numbers and 
stats. And the new two-point conversion. No other pro game has it. Not to mention Troy’s Team 
Setup, a general manager’s screen that lets you use your team’s budget to build the kind of team 
you ve always wanted. 

Troy Aikman NFL Football gives you everything you need to build a winning team. Especially 
Troy’s exclusive straight-from-the-Super Bowl-champion-Cowboys’-playbook plays. 
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You don’t just get any offense, you get Troy's Only Troy’s game lets you control your team’s 


offense, with Troy’s favorite plays. Now you’re budget. Beef-up your offensive line, secondary 
headed for the Super Bow!! or any other position—just like the pros! 


Troy Aikman NFL” Football” ©1994 Leland Interactive Media, licensed to 


Tradewest, Inc. by Leland Interactive Media. Sega” and Genesis” are trade- % : : 

nA FOOTBAL marks of Sega Enterprises, Ltd. all rights reserved. J TRADE WEST 
ie Eales! = Ru Nintendo” and Super Nintendo” are registered trademarks of i ° ° : 
é ; > Nintendo of America. Jaguar” is a registered trademark of Atari Willams 
. : Corporation all rights reserved. IBM is a registered trademark of Bilieeae Seventeen iis 
Ss 14.! ‘International Business Machines. Mac is a registered trademark of 


Teamésy | Apple Computer, Inc. NFL’ is a registered trademark of NFL ‘wme 


» GENESIS } 


Properties, Inc. and the National Football League. NFL team 
names, logos and helmet designs are registered trademarks 2400 South Hwy 75, Corsicana, TX 
of the NFL and its Member Clubs. NFLPA logo ©1991NFLPA. 75110 (903) 874-2683 
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COMPUTER GAME REVIEW 


A RESOLUTION. . . 


On my way into work this morning, something interesting happened. | got a flat tire (thanks to the anony- 
mous and random trucker who alerted me to the problem). Not being equipped in my car with a jack or a lug 
wrench, | pulled into the nearest gas station to at least pop off the hubcap and get some air into the tire until 
| could get to a service station. 

| walked into the station, and | was immediately 


amazed by the wealth of items | found on display. | watkED INTO THE STATION. . .I 


- | could k 
| could get fresh-baked donuts, could buy wor COULD GET FRESH-BAKED DONUTS, 
gloves. | could even rent videos. However, since 


the gas station didn’t have a jack, a lug wrench, COULD BUY WORK GLOVES. | COULD 

Or even a screwdriver to help me get my hubcap EVEN RENT VIDEOS. 

off, | was unable to do anything with my car. 
| was stunned. 

How could a gas station fail in one of the basic things a gas station is around for? Why would a bigger 
emphasis be placed on renting a movie than providing simple and basic services for customers? It occurred 
to me that this is not unlike what is happening to a lot of the gamers when they go to the software store. 
There is an increasing abundance of game titles that have exciting sound tracks, super graphics and “intu- 
itive interfaces” but don’t have any game in them. Many software developers are failing in one of the basic 
tasks of making entertainment software—producing games that are fun to play. 

Graphics and sound are simply window dressing. Sure, both are important to the game overall, but not 
nearly as important as the game itself. I’ve played a number of games recently that haven't had the most or 
best in terms of graphics and sound and fluff, but have been incredibly playable, challenging games. This is 
the reason we play, or at least the reason | play. | don’t play games to see a movie where | push a button 
every three minutes. | want to be involved in the 


I’M NOT PATTING US ALL ON THE action, be a part of the decision process, have an 
BACK WHEN i SAY THAT THE AVER- actual stake in the story of the game itself. 


Infocom games worked because they provided 
AGE COMPUTER GAMER IS IN THE TOP an interesting game without the graphics. 


25% OF THAT BELL CURVE. Unfortunately, the reverse isn’t true—graphics 
without an interesting game doesn’t work and 
never will. We've already started to see some of this. In conversation a few months ago with a well-respect- 
ed game designer, we lamented the lack of difficult adventure-style games. This was a designer of the old 
school and the days of the text adventure, when solving one particular puzzle might take three days and 
playing through the game might take six weeks to two months. Back then, the market was smaller, and while 
there would be some gamers who didn't like the game because of its difficulty, most knew what they were 
getting into from the outset. 

With more people in the market, the desire is to appeal to more of the market. You can do that in part by 
making games look better. You can also do that by making games easier, and thus attracting more of that 
middle section of the population bell curve. I’m not patting us all on the back when | say that over the years, 
the average computer gamer is in the top 25% of that bell curve. Games could be harder (and thus more 
rewarding) because the average gamer was more capable. If you care enough about gaming to purchase 
this or any other magazine about computer gaming, you probably fall into that percentage of the population. 
Many of the consumers in this field are not, and they want their products easier to win, since a truly chal- 
lenging game might damage their self-esteem. ee 


We are the people who have driven the industry \WE ~ARE THE PEOPLE WHO HAVE DRI- 


since its beginning. We are the people who have VEN THE INDUSTRY SINCE ITS BEGIN-= 
spent the money and the time, gotten burned and NING 


come back for more anyway. If the computer 
gaming industry decides to pursue the lowest 
common denominator instead of supporting those who have supported it, there is little we can do except to 
withhold our money. Let us hope that the New Year's resolution for the computer entertainment industry is to 
produce games that attract a lot of players because they are good, challenging games and not because they 
shoot for the lowest common denominator. Let us hope that computer game developers figure out to start 
stocking the lug wrenches before they start renting the movies. 


STEVE HONEYWELL 
EDITOR 


nter startlingly realistic 
pre-built missions or construct 
your own. Dig trenches, lay 
mines, even plant trees. 


+ 


= Choose American M1A2 Abrams 
main battle tanks/M3 Bradley 
IFV’s equipped with thermal 
sights, Russian T-80 tanks, or 

BMP APC’s equipped with’ | = 
‘image intengimiers. 


gEngage your enemy in accurate 
Dattle environments where you 
encounter translucent smoke, 
explosions and grenades. 


Enoekn tank 
simulation from 

NovaLogic™ (the creators 
of Comanche™, WolfPack’ 
and Ultrabots™). 


= Command multiple tanks over 
3-D, Voxel Space™ (patent 
pending), terrain and call in 
remote artillery or tactical air 
support to ensure victory. 


Strap on your helmet@ 
for the ride of your life! 


gt 


Suggested Retail Price - $69.95 
Available for PC 3.5” and d PC CD-ROM 
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TIME OUTS LEFT 


YOU WANT REAL? O.K. HOW DOES AUTHENTIC NFL PLAYS AND FORMATIONS RUN BY PRO PLAYERS 
SOUND? WE SHOT LIVE FOOTAGE WITH DIVING CATCHES, FUMBLING, BLITZING, INTERCEPTIONS, YOU 
NAME IT. WE’RE TALKING THOUSANDS OF PLAY OUTCOMES. IN FACT, THINGS GET SO INTENSE IN THIS 
GAME IT DOESN’T TAKE LONG TO SEE WHY NFL COACHES HAVE ALL THAT GREY HAIR. 


Live Action Football is a trademark of Accolade, Inc. ©1994 Accolade, Inc. NFLPA is a trademark of the National Football League Players Association and is used | 
under license by Accolade,|Inc. TM/©1994 NEFLP. Licensed by The NFL QB Club Inc. The Sport Accolade logo and Sport Accolade are trademarks of Accolade, 
Inc. Al Michaels’ and Pat Haden's names are used under license by Accolade, Inc. Macintosh is a trademark of Apple Computer, Inc. All rights reserved. 
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WE’VE GOT AL MICHAELS GIVING 
YOU PLAY-BY-PLAY AND PAT HADEN 
DELIVERING COLOR COMMENTARY. 
SO CHOOSE YOUR PLAYS WISELY. TO 
TURN UP THE INTENSITY, WE PUT 
REAL FOOTBALL SOUND EFFECTS ON 
A SEAMLESS AUDIO TRACK. YOU 
CAN PLAY AGAINST THE COMPUTER 
OR A FRIEND. THERE’S INSTANT 
REPLAY AND TONS OF STATISTICS. 
WHAT MORE DO YOU WANT? ICE 
WATER POURED OVER YOUR HEAD? 


WRENCHING 


BET. 


IF YOU’VE GOT A PC OR MAC WITH aM 
CD-ROM, YOU CAN COACH ’TIL IT HURTS. LIVE AGTION 
JUST HOW REAL IS LIVE ACTION FOOTBALL? 

LET’S JUST SAY IT’S BEEN APPROVED BY FOOTBALL 
THE NFL AND THE PLAYERS. : 


(GR FeaTures 


INITIALIZE 
Are gamers being left out in the cold? 


Postrace Due 


RSls draw response from several readers. 


(GR Reviews 


Panzer General, NASCAR Racing, Relentless, Flight Commander 2 and more. 


(GR Haroware 


CGR reviews two complete systems and several new attachments. 


Boo-Ons ano Arrerarions 


Africa, Beer, Stephen Hawking and Architecture all make an appearance 


Cui SUPPORT 
The best in edutainment software. 


Compurer ConFIDENTIAL 
What lies ahead for 1995? 


Dareune: Fanoom 
The best from the world of fan magazine publishing. 
In THe Works 


What was with those Cybermania awards? 


0 & A Win tHe Game Doctor 


Questions answered by the one and only silicon surgeon. 


(GR Previews 


Hardball 4, Inferno, Stalingrad, Corpse Killer and others. 
Hooray For Siliwoop 


Hollywood and Silicon Valley have started to procreate. . . 


THe CysernJuoas Prosect, Part U 
So, why do games ship late, anyway? 


(GR Srrarecy 


Kyrandia 3, Master of Magic and Under a Killing Moon 
Game Over 


The triumphant return of Game Over starts with X-Com. 
8 COMPUTER GAME REVIEW 
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136 


GET CLOSE TO 
THE ACTION 
WITHOUT 
Germinc Hr! 


Accotnpe’s Live Action 
FOOTBALL COULD BE THE 


NEWEST WAVE IN SPORTS 
SIMULATION TECHNOLOGY! 
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(GR Reviews 


Panzer General by SSI 
Menzoberranzan by SSI 
Flash Traffic by Tsunami 
Blind Date by Trimark Interactive 
The Fortress of Dr. Radiaki 
by Merit Software 
Ecstatica by Psygnosis 
NovaStorm by Psygnosis 
One Must Fall by Epic Megagames 
EarthSiege by Dynamix 
Front Page Sports Football Pro ‘95 
by Dynamix 
Macski by Storm Impact 
CyberWar by Sales Curve 
Blackthorne by Interplay 
Blown Away by IVI Publishing 
Armored Fist by NovaLogic 
NASCAR Racing by Papyrus 
Transport Tycoon by MicroProse 
Zephyr by New World Computing 
Hammer of the Gods 
by New World Computing 
Relentless by Electronic Arts 
Flight Commander 2 by Avalon Hill 
Death Gate by Legend Entertainment 
NCAA: Road to the Final Four 2 
by Bethesda Softworks 


24 
28 
30 
32 


34 
36 
38 
40 
42 
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48 
50 
92 
54 
08 
60 
62 
64 


66 
68 
72 
74 


76 


(GR Previews 


Live Action Football by Accolade 
Hard Ball IV by Accolade 
Renegade by SSI 

Skull Cracker by Cyberflix 
Inferno by Ocean of America 
Absolute Zero by Domark 
Corpse Killer by Digital Pictures 
Stalingrad by Avalon Hill 


(GR STRATEGY 


The Legend of Kyrandia Book 3: 
Malcom’s Revenge by Virgin 
Master of Magic by MicroProse 
Under a Killing Moon 
by Access Software 
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It was a year ago to the issue that CGR redesigned itself and decided that the Game Over section was no 
longer a necessary part of the magazine. Honestly, we didn’t think anyone would notice that the one-page 
section at the back of the mag was suddenly gone. We were confident that we could slough it off like so 
much dead skin, or dead space, as it were. Boy, were we wrong! Support for the column surfaced, and soon 
there was a groundswell of backing for the return of Game Over. Letters were written, threats were made. 
Still we held firm. Nothing it seemed could make us return to Game Over. Now, your wait is finally over. The 
section many of you have clamored for has returned, this time with X-Com. Those of you who were happy to 
see the section go and didn't write in, too bad! Game Over is back, and it’s back to stay! You missed your 
chance to vote with your letters, so the pro-Game Over faction has won this round. So if you really want to 
see the ending to one of the best games of 1994 (if not the best game of 1994), turn to page 162. You have 


been warned! 
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Rebel Assault™ was pretty. The 7th Guest™ had fun puzzles- § But, technology advances. Gamers demand more and | 
more» And the time comes when even the best products are moved aside to make way for the future. & That time 
has come and the future is Cyberia™. § Featuring full-screen. full motion video. digitized speech. synthetic 
actors, music and sound effects by Thomas Dolby’s Headspace and 1] of the most unbelievable arcade sequences 
your eyes (and your computer screen) have ever seen--. it's so stunning that we're even willing to put our 
money where our mouth is- If you own Rebel Assault or The 7th Guest: send us the manualcover from either 
gane along with a Cyberia sales receipt and we'll send you $10-00 cash back: 
f you don't own either of these titles. you've already saved a hundred bucks 
So Stop waiting for a hand out--.justgotoyour local software retailer to buy 
Cyberia orcall L-800-4b49-GAME to order direct. © (offer expires 3-1-%5) 
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and CD-ROM Entertainment 
DENNIS HOPPER 
GOES TO 


FRONT PAGE SPORTS BASEBALL 
DARK SUN: WAKE OF THE RAVAGER 


OUCH AND DousLe Oucu. . . 


‘Painful Pleasures’ by Steven Greenlee was out- 
standing! The best, most informative article on the 
subject | [have] ever read. | am only sorry that for 
me, the research took six years too long. The 
Nintendo SNES and Genesis are going to have to 
acknowledge the affects of game play. The young 
may be their main market aim, but the educated 
adults now have the responsibility to educate the 
young and others [about] the results of excess. This 
topic covers more than just computer gaming, and | 
speak from two thumbs experience! 

| would like to know if reprints of JUST that article 
will be made available. | can’t recommend this 
month's issue because of the cover. Shock value 
no doubt was worth it in sales, but it is not on my 
list of family viewing, especially in homes with small 
children. | am not for censorship of any kind. | am 
for choice. | pasted my cover with something more 
impressive. 

Sharon Horn 
Charlevoix, MI 


The problems of CTS and other repetitive stress 
injuries are not limited to computer gamers or even 
computer users. Steve limited himself in the context 
of the article simply because we are a computer 
gaming magazine. It’s really no laughing matter. 
CTS can be crippling in its effects and the condition 
has damaged many a productive life. Since | spend 
such an inordinate amount of time at the computer, 
! am very aware of my posture when typing or play- 
ing, and | try to take frequent breaks. 

The cover of our November issue, contrary to 
what you might think, was chosen for a very simple 
reason. We felt it was the most important and inter- 
esting story in the magazine. Often our covers are 
chosen for no other reason that it’s the most excit- 
ing thing in the issue. A chat with Dennis Hopper 
we felt went beyond the standard preview article. 

Also, | thought the art was, while evocative, pretty 
tame as far as what could be done with a game 
called Hell. It owed a lot to Dante’s Divine Comedy, 
and I'm always willing to put something that draws 
from a great piece of art on the cover of CGR. But, 
each to his or her own. 
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READERS RESPOND ON THE 


TOPIC OF REPETITIVE STRESS. 


PLUS THE LATEST DATA ON THE NUMBER OF DIAGNOSED 
CASES OF CARPAL TUNNEL AND OTHER RSls. 


send your questions, comments, witticisms and criticisms to: 
Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 
send e-mail on CompuServe to: 
75052,1672 


TREBLE OUCH. . . 


My thanks and accolades for your November arti- 
cle “Painful Pleasures.” Mr. Greenlee did a needful 
service for computer users and game players. The 
very real dangers of RSI came into my life a few 
years ago. Ten years of improper game playing 
finally resulted in a year of Carpal Tunnel-like 
symptoms in my wrists. This time was marked by 
severe pain and dismissal of my problem by sever- 
al doctors (and even friends). 

since | work in the gaming industry, this was/is a 
threat to my livelihood. | needed help. | solved 
much of my RSI problem through several of the 
Steps listed in the article. Surprisingly, the medical 
profession did not offer much helpful advice or 
treatment. | found good success (through personal 
trial) with rest, exercise, posture and the use of a 
splint. For flare-ups, the use of over-the-counter 
painkillers and ice diminished the pain. 

My advice to all is to take RSI very seriously. 
Many users do not comprehend the repercussions 
of poor ergonomics on their vision, their hands and 
their overall well-being. In my case, the pain of RSI 
did not diminish completely. |, like many sufferers, 
will always bear the burden of RSI in the form of 
chronic pain. Now the joy of playing a quality com- 
puter game always comes with a price. 

Eric Adams 
SSI 
Sunnyvale, CA 


The seriousness of RSls like Carpal Tunnel 
Syndrome cannot be over-stressed. CTS and other 
RSIs are a threat to everyone who enjoys this 
hobby, even for a couple of hours per day. 

As an update, we recently received a missive 
from Deborah Quilter, co-author of Repetitive Strain 
Injury: A Computer User's Guide, quoted liberally in 
Steve's article. According to her figures, the num- 
ber or RSI cases in 1992 were terribly underesti- 
mated. 281,000 new cases were diagnosed in ‘92, 
well over 100% more than the previous year. It only 


goes to show that RSI is much more serious and 
pervasive than anybody thought when the idea of 
“Nintendo thumb’ first came about. 


GREED AND GAMES... 


| have several questions to ask you in numbers, 
since you enjoy numbered questions. So here 
goes! 

1) Where is The Great War by Blue Byte? It looks 
great! 

2) What happened to MechWarrior II? 

3) What do you guys do when you get really boring 
games to review? Do you play Parcheesi or 
Monopoly? 

4) Do you guys send the reviewed games back or 
do you keep the games for your greedy selves? 

5) What is your stand on Virtual Reality? 

Thank you for your time. | love your mag, and | 
also nominate X-Com and Fields of Glory for 
Games of the Year. 

Andy Brim 

Custer, WA 

P.S. If you keep the games, can you send me The 

Great War? I'll take back [the comment about] you 
being greedy. 


One of these days, I’m going to sit down and do 
this section of CGR and I’m not going to include 
any numbered letters. But until that time. . . 

1) The Great War was released by SSI about a 
year ago, and it is great. SSI should stil! carry it, 
and if not, a good retailer might be able to get their 
hands on in for you. 

2) According to Activision, it’s still on the way. 

3) Well, when a really boring game comes in, we 
play it and we get really bored. That's just a part of 
the job. We do get to play the good ones, but we 
have to play the bad ones, and just because it isn’t 
a great game is no excuse for us to not play it. 

4) We keep them. Unlike a lot of magazines in this 
industry, we are not freelance driven. Kevin, Ted 
and Taso (not to mention Steve G. and myself) all 
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“mouse so he could play the 256-color Windows 
version of Hollywood Mogul without interruption. 
His New Year’s resolution is to continue to avoid 
eating any vegetables whatsoever and continue 

— to subsist on meat and a Manat of oe 
comestibles. 


Ted: If it were possible to have Velcro surgical- 
ly attached to your eyeballs, Ted’s would be 

firmly hooked onto the monitor of one of our sys- 
tems so that he could continue to play The 
Incredible Machine 2. While this might make eat- 
ing difficult, it's a sacrifice Ted would be willing 
to make for the latest incarnation of one of his 
favorite series of games. Ted’s New Year's reso- 
lution for this year is to continue to make his own 
beer using a variety of interesting materials up to 
but not including the hair shed from his cat and 
formica. 


Tasos: If it were possible to have Velcro surgi- 
cally attached to your butt cheeks, Taso would 
have his entire tush molded so that he could not 
be moved from a chair planted directly in front of 
a PC with Front Page Sports Football ‘95 
installed on the hard drive. This would be facili- 
tated by the fact that our offices feature cushy, 
cloth-covered chairs that he could latch right 
into, requiring a Herculean effort to spring him 
free. His New Year’s resolution is to get three 
consecutive phone calls where the people ask- 
ing for him get his name right. 


14 COMPUTER GAME REVIEW 


THE = CGR REVIEWERS. . : a . 
Kevin: If it were possible to have Velcro surgi- 
cally attached to your hands, Kevin would have. 

done it this month so that he could Stay locked 
_ into Master of Magic. At home, that same Velcro” 
~ would be used to keep his hand hooked on the 


games for us to review, and they become the prop- 
erty of CGR and Sendai Media Group, not any one 
of us on the staff. We keep them as reference and 
in case add-on products are released. Generally, 
we have the last six months or so readily available, 
with some older games that are personal favorites 
on our shelves. 
5) I’m not sold on VR as of yet. It hasn’t happened 
for me, and the helmets, the first-person games, 
etc. have not been for me true “virtual reality.” 
Virtual reality should be almost reality; it should be 
virtually real. Boxy shapes floating around isn't 
close to real. We are still a long way off from VR, 
but the term will be around forever. Someday, we 
might have something that fits the name. 

| agree on X-Com, but you'll have to wait until 
next month for the real end of the year award-type 
Stuff. 


THE STATE OF GAMES... 


Why are today’s new games placing solely an 
emphasis on “glitz and show” and totally ignoring 
game play? It appears the PC gamers are viewed 
in the same light as video gamers. If | had wanted 
to play video games, | would have spent $200 on 
my Super Nintendo system, not $3500 on my cur- 
rent high-end computer system. | like my games to 
be fun, but also have some complexity other than 
thumb and finger pushing. | also like my games to 
have longevity with regards to game play. 

The problem is the simple games keep me 
amused for a few short hours or even minutes in 
some cases. Today | still find myself returning to 
games which | was playing 3-4 years ago on my old 
286. There are few new games that satisfy me. 

Wolfpack was much more fun than Comanche 
Maximum Overkill. | prefer Chuck Yeager’s Air 
Combat to Aces Over Europe. When | purchased 
shadowCaster [due to] my amazement at Ultima 
Underworld Il, | was severely let down by the step 
backward in game play. Terminator: Rampage 
does not hold a candle to Terminator 2029. 

One method of indicating my displeasure with this 
situation is by becoming more selective in my game 
purchases. Until last year | was purchasing 50+ 
games per annum. Currently | am purchasing 3-4 
games per annum. Computer Game Review has 
assisted me greatly in my decisions on which game 
to purchase. The other criteria | use is the past per- 
formance of the publisher. | would “kill” for a half- 
decent tank simulation. Will my next purchase be 
Armored Fist or Across the Rhine? Both games will 
likely have good reviews once released. The ques- 
tion is which publisher has had a better track 
record. 

Nick Filazzola 
Weston, Ontario 


It's really a shame that the points you make are 
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as valid as they are. Several years ago, when 
graphics weren't as advanced as they are now, 
game creators had to use something other than 
pretty pictures as their hook to get the gamer to 
play. More work, | think, was spent on areas like 
game play, game control, player options and plot, 
and less time was devoted to graphics and sound. 

Now that we have the technology to both create 
and display gorgeous animation and graphics, 
many designers are starting to hedge their games 
on that. Although | am no artist and cannot say for 
sure, I'm going to say that it’s a lot easier to create 
pretty pictures than it is to create an interesting, 
engaging story wrapped in a playable system. 

Not to beat a dead horse, but X-Com was a won- 
derful example of what can be done. The graphics 
were nothing spectacular (although the rotating 
planet was nifty) and the music and sounds good, 
but not exceptional. However, the game play sys- 
tem was nearly flawless and the combat engine the 
best turn-based tactical engine | have ever played. 
Doom and Doom II are both extremely playable, dif- 
ficult games that offer a good challenge, decent 
replayability and solid game play. There are games 
out there, and those that you find are. evidence that 
there are still some games being made by people 
who love games. 

Personally, I'll take a playable, non-graphically 
intense game (like Hollywood Mogul, for instance) 
over an attractive, unplayable game any day of the 
week. This is not to say that graphics aren't impor- 
tant. They are, but they are not nearly as important 
as game play, plot, style, user options, Al, chal- 
lenge and configurability. | wish | could refute your 
letter, but you are unfortunately accurate. Time will 
tell on whether or not the industry wises up. 


Comics ONLY... 


Right on Steve! | agree 100% Back issues of 
comics on CD-ROM is a good (make that great) 
idea. | know | would purchase a set of CD-ROM 
disks with a complete series on them, whereas I’m 
not likely to go out and buy 100 comic books sepa- 
rately. | just don’t have the storage space. 

Now for my questions: 
1) How long before games start to surpass even 
the power of a Pentium system? | feel | have to 
upgrade form my 2 1/2 year old 486/33 to a 
Pentium 90 just to keep up. 
2) Do | need more than 16 Meg Ram? 
3) When will someone come out with the game Rail 
Baron for the computer? 
4) Will CGR continue to be the number 1 gaming 
magazine into the 21st Century? (Dumb question. 
Of course it will.) 

Thanks for your time. I’m glad to see that CD- 

ROM reviews are back in the magazine. 
Bring back rails west. 
Cliff Teeter 
Two Rivers, WI 


So far | have yet to hear of a comic book compa- 
ny picking up on this idea of releasing simply the 
comic book stories on CD-ROM, but a number of 
us think it’s a good idea. I'll let you know if | hear 
anything. 

It should be a while before people give up on the 
Pentium. However, when the P6 is released, you 
can bet that there will be some games that will rec- 
ommend it almost immediately (and you can proba- 
bly bet they will be coming from Origin). More than 
16 Meg of RAM is always nice to have, but proba- 
bly isn't necessary. We generally use 8 Meg and 
we rarely have a problem running anything on our 
systems. 

If Rail Baron is going to be released, it will come 
from Avalon Hill. There has been no word on Rail 
Baron as of yet. However, the company is hard at 
work on producing 1830 for the PC. Avalon Hill's 
response to the question of why Rail Baron is not 
currently on the slate for the PC is that there isn't 
enough in the design to create a really exciting PC 
game. However, | have been assured by one who 
knows at Avalon Hill that you will have nothing to 
worry about. 1830 will provide all of the thrills and 
chills you could want from this sort of PC game. 


More NumeBers.. . 


Hello, CGR! | love your magazine ‘cause it’s the 

greatest. Now, if you'll put up with another num- 
bered letter. . . 
1) Thank you, thank you, thank you and thank you 
for recombining the two magazines! Having both 
disk-based and CD-ROM software separated just 
never made sense to this humble, as the similari- 
ties between platforms are much greater than the 
differences. Plus, | definitely didn’t want to see my 
favorite magazine split up and sold separately. 
Thanks once again! 


AAARAAT 


2) My biggest wish for next year’s software: a fol- 
low-up to TIE Fighter and X-Wing based on being a 
freelancing smuggler (a la Han Solo). Smugglers 
were as big a part of the Star Wars world as the 
Rebellion or the Empire, and they deserve to have 
their own sequel. Although the Privateer compar- 
isons would be inevitable, it could still be THE prod- 
uct of ‘95 if done well. (Besides, we need some- 
thing to replace the old-X-Wing vs. WC2 fights). 
We've been the good, we've been the bad. Now | 
wanna be the ugly! 

3) | love X-Com!!! But Steve. . .soldiers getting shot 
in the back by their comrades? I’ve only seen it 
once after playing the game for weeks on end! 

4) My next biggest wish for ‘95 software is a perfect 
Mortal Kombat || translation for the PC. C’mon, 
Acclaim, | know you read this! You guys can do it! | 
don’t mind the wait, just make the game worth it. 
And here’s to hoping NBA Jam is as good a trans- 
lation as MK was! (But skip the tattoos this time.) 

5) | don’t remember if you've ever had an “Ad of the 
Year’ award, but if you don’t you should make one 
especially for Quarantine. The two-page spread 
(pardon the horrible pun) on pages 30-31 of 
September's mag had that stylish simplicity that 
warrants such a prestige. 

6) Steve, I'll miss your reviews, but | respect your 
decision. | wouldn't want to see such a great game 
player crack from the stress after all these years. 

7) Now that CD systems like the 3DO are trying to 
worm their way into the computer gaming market, | 
think it’s time that the line between video games 
and computer games is defined. Although you at 
CGR are in a much better position to do this, | will 
offer my simple explanation. “Computers” should be 
not just media players, but media editors. A com- 
puter system should be one that can modify and 
create, not just view. Although the difference 
between the two genres of games is growing slim- 
mer and slimmer, the difference between systems 


should be more defined for the benefit of the read- 
er. | personally wouldn’t want to pay extra for a 
magazine to cover video game systems that | don't 
want to use, and | view the 3DO as a video game 
system. 
8) Let all who scoff at shareware bow to the feet of 
id, who have left all the super-massive corporations 
in their dust. 
9) Although cheats in PC games are rare compared 
to those found in video games, I'd love to see the 
occasional page dedicated to them. Cheat codes 
and secrets liven up old games, or ones that have 
been passed as too difficult. They add flair to id’s 
great games, and |’m sure there is something 
buried in MK that | don’t know about yet. 
10) For Christmas |’d like to decide who lives and 
who dies (if not, I’d settle for a satellite dish so | can 
see MST3K without borrowing tapes from my 
friend). You guys know Santa Claus, right? How 
else could you have gotten such a great job? 
C’mon, ask him for me, pleeeeeeeease?? 

Josh Giesbrecht 

Landmark, MB 


! swear, | will do an issue with no numbered let- 
ters. It will happen. . .anyway: 
1) That's why the two have been made one again. 
2) | agree, but LucasArts has made no promises 
regarding a Han Solo freebooter game. !’d love it. 
The problem, according to LucasArts is that the 
Millennium Falcon isn’t a capital ship and it isnt a 
fighter. It’s in-between, and there’s a question of 
how to balance the game. 
3) It happened to me several times in one mission. 
In fact, | started taking very specific precautions to 
avoid friendly fire. 
4) | agree. MK was a near-perfect conversion. MK2 
deserves the same. 
5) Well, the “Holy Sphincter’ ads for Psygnosis’ 
Microcosm were pretty good, too. Still, the 


THE SPACE RACE WILL 


MAC VERSION AVAILABLE NOW. AVAILABLE FOR WINDOWS SOON. 
TO ORDER SPACEWARD Ho! IV, CALL 1-800-325-8898 (24 HRs. A DAY) 


Quarantine ads are understated and pretty interest- 
ing. 

6) Thanks. | do miss reviewing games, but I’ve 
been able to take that time and be more available 
for the assistant publisher duties of CGR. And it’s 
been a smooth transition with Taso taking over. I've 
found that I'm not as jaded about games anymore, 
and the ones that | do play | generally have more 
fun with. 

7) Ok, but the waters will be muddied by the arrival 
of the Creative Labs 3DO board for the PC which 
allows you to play 3DO games on your 486 or 
Pentium. So now that you'll be able to play 3DO 
software on the PC, should 3DO games be consid- 
ered PC games? And if your definition of computer 
games is that they can be modified, you'll have to 
redefine them to include a number of CD-ROM 
titles. It's a sticky situation. 

8) Well, id is located to the east of almost everyone 
in California, but you'd have a tough time finding a 
good muezzin for the five daily prayer rituals of 
Silicon Valley. 

9) Possible. . .possible. 

10) Ummmmmmmm, no. You can't have that 
power. And no, we don’t know Santa Claus. 
However, we are well acquainted with Nessie and 
several other mythical creatures. 


DEADLINE? WHAT DEADLINE?. . . 


I'm really getting sick and tired of game compa- 
nies announcing that their games will be out on a 
certain date or month only to fail miserably at the 
prediction. There is no excuse for this whatsoever. 
They should not be printing dates in magazine ads 
until the game is already finished and is in the 
duplication stage. This would allow virtually no 
room for an inaccurate forecast date. And when 
people call up to ask when a particular game is 
coming out, the company agent should just tell 
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them, “sit down and shut up, we're not done yet!” 
Because what happens when they give a release 
date to someone over the phone, that person will 
pass it on to the whole country via America On- 
Line, CompuServe, etc. and in return it will cause a 
lot of unneeded disappointment and stress to tons 
of people when the game doesn’t ship when it’s 
supposed to. If companies feel they really need to 
print a release date in their ad, then it should say 
something like. “Under a Killing Moon. . .coming 
some day” or “Stonekeep. . .we just may release it 
one day. . .but don’t hold your breath!” or maybe 
even something like this: “Lords of Midnight release 
date: Never!!! Ha ha ha, you will never get to play 
this cool game! Suffer!” This would definitely be an 
improvement and be a lot more satisfying to my 
anticipated nerves. I’m about at the point were | 
blow off the whole computer game industry due to 
all the let downs and just drop this hobby altogeth- 
er, 
Russell Burtnette 
Hampton, VA 


Hold on thar, pard! 

| understand that it is disappointing to wait 
patiently for a piece of software only to be told that 
you have to continue waiting. It’s not like the games 
are being held back just to annoy you. 

| agree with you that designers should try to be 
more accurate with their ship dates (Lord knows, 
we certainly have to be!) but sometimes slips are 
unavoidable. In my opinion, if a game is held back 
for a couple of months, and in that couple of 
months the game is improved or bugs are found 
and killed, the delay was a good one. 

The other thing is that with regards to advertising, 
this entire magazine is created some time before 
you read it. In fact, this entire issue was created 
and printed in 1994, even though it has a cover 
date of 1995. If someone is projecting that their 
game is going to come out in January, they want to 
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advertise that product in the issues of the maga- 
zines that will be on the newsstands when the 
game is shipped. If the game slips a couple of 
months, there really isn’t anything they (or we) can 
do about an ad already placed in a printed maga- 
zine. Even those with the best of intentions have 
things that slip through the cracks, especially when 
you are dealing with thousands of lines of code. 


Sporms. .. 


| have a couple of suggestions that might make 
your magazine even better than it already is. | have 
been playing video games since the Atari 2600 
days, and | have subscribed to CGR for about two 
years. First, let me say that | love sports games, 
especially football, baseball, hockey and basketball. 
My problem is where is your coverage of sports 
games? Every month | anxiously await your maga- 
zine to see the newest sports titles, and | am disap- 
pointed to see little, if nothing, is covered. My sug- 
gestion? Create a section (even a small section) of 
your mag for sports games. You can give small 
reviews or previews with pictures and critiques. Call 
it “The Sports Page.” You can have issues dedicat- 
ed to one sport, such as a football season preview, 
showing all of the new football games coming out. 
| have just one more question. Why are there no 
basketball games on the PC? | really wish EA 
would do a version of NBA Live on the computer. 
Some great features would be NBA players, 3D 
rotation or multiple views, injuries, trades, season 
and playoffs, signature moves, offensive and defen- 
sive plays and some good digitized graphics and 
sound. 
Tommy DiGiovanni 
Chicago, IL 


I'm going to assume that if you are reading this, 
you have seen a copy of our cover for this issue. 


THe PURE 
WARGAME: 
DEATH FROM 


ABOVE?’ is the first 
in a new series 
from QQP. It's de- 
signed to give you 
full control of an 
extremely accu- 
rate rendition of 
some of the great- 
est airborne as- 
saults in WW2. Of- 
fers command of 
Axis or Allied 
forces and authen- 
tic Battalion insig- 
nias. $29 


‘VAMPIRE'S KISS’ 
Journey through 
the corridors of the 
vampire's ancient 
virtual 3D castle. 
Astounding interac- 
tive graphics allow 
you to search for 
the secret passage- 
way that leads to 
the vampire's pri- 
vate chambers and 
to find out the se- 
cret of the mysteri- 
ous "Fountain of Youth". Your actions determine the out- 
come, but beware of things that go bump in the night — 
they just might suck more than your blood! This is a full 
screen, full motion adventure. CD $49 


SOUND CARDS 
Advncd Gravis Ultrsd Mx $179 
Media Concept Sblast Cin $39 
Pro Audio Studio 16 $119 
Sound Blaster 16 Value $109 
Sound Blaster 32 AWE $263 
Snd Scape 16 Bit Wavtbl $185 
Sound Source $9 


SPEAKERS 
Acoustic Rsrch Prtnr 570 $219 
Altec ACS 300 Sp wSub $239 
Audiophile Refr 10 Aspk $122 
Labtec CS-600 $24 
Snd Galaxy BX2 WSpkrs $29 
Snd Galaxy NX2 wspkrs $49 
SGlIxy NXPRO 16 Mmdia $299 


Vivid 3D Sound $58 
GAME CONTROLLERS 
Auto Cockpit $159 
CH Mach 3 Joystick $25 
CH Pro Pedals $85 
CH Pro Throttle $89 
CH Virtual Pilot Pro $75 
Cyberman $79 
Flight Stick Pro $57 


Flight Stck Pro X-Wing Bdl $72 
Gravis Phoenix Joystick $98 
Joyswitch $39 
Logitech WingMan Extrm $49 
Maxx Cobra Flightstick $59 
Notebook Gameport $42 
PC Virtual Golf Club $119 
Thrustmaster Driving Sys $111 
Thrustmst F16 TQS Thrttl $112 
Thrustmaster FCS Pro $99 
Thrustm FLC Sys (F16) $112 
Thrustmaster Game Card $25 
Thrustmaster Rudder Sys $99 
Thrustmaster WCS Mark 2 $90 
VFX 1 Virt Reality Headgr $949 


CD ROM HARDWARE 
4 Plex Quad Speed Drive $459 
NEC 4XE External CD Dr $489 
Reel Magic Video Upgrd $342 
SBlastr Discovery CD 16 $289 
SBlastr Gameblstr CD 16 $379 
SBlastr Omni CD Dr (3X) $344 
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7th Guest 2:11th Hour CD $51 
7th Guest CD $48 
Alone in the Dark 3 CD $48 
American Sweethearts CD $42 
Beneath a Steel Sky CD $41 


Bioforge CD $44 
Blackthorne $29 
Blind Date CD $42 
Blood Society CD $34 
Bloodnet CD $41 
Body Count $29 
Buccaneers CD $48 
Bureau 13 CD $39 


Cadillacs & Dinosaurs CD $49 
Castle Wolfstein CD 6 ep. $42 
Chaos Continuum CD $36 


Corridor 7 CD $29 
Creature Shock CD $39 
Cyberia CD $45 
Cyberwar CD $48 
Dark Forces CD $46 
Darkseed 2 $42 
Death Gate CD $32 
Digital Drleamware CD $24 
Dinonauts WIN $24 
Doom 2: Hell on Earth $44 
Dragonsphere CD $24 
Earth Invasion WIN $19 
Flash Traffic $24 
Fortress of Dr. Radiaki $34 
Freelancer 2120 CD $41 
Full Throttle CD $42 
Gabriel Knight CD $43 


Gateway Collct1&2CD $36 
Gobliiins 1, 2 or 3 CD $19 


Harvester CD $44 
Heimdall $17 
Heretic CD $46 
In Extremus $42 
Inca 2 CD $19 
Inherit Earth DOS or CD $32 
lron Helix CD $56 
Isle of the Dead CD $18 
Jagged Alliance $46 


Journyman Prj Spe Ed CD $39 
King’s Quest7 CD WIN = $49 
King’s Ransom DOS orCD $33 
Labyrinth of Time CD $24 
Legend of Kyrandia3 CD $39 
Loadstar CD $49 


Lost Eden $42 
Lunicus CD $42 
Man Enough CD $34 
Martian Memorandum $24 
Mission Critical CD $34 
Myst CD $46 
Nerves of Steel DOS orCD $22 
No World Order CD $24 
Noctropolis CD $47 
Nomad CD $36 


Operation Body Count CD $29 
Out of this World 2 CD $45 
Phantasmagoria CD $49 
Police Quest 4 CD $44 
Psychotron MPEG CD $38 
Quantum Gate WINCD = $45 
Quarantine $35 
Quest for Glory 4 $29 
Relentless: Twinsn Adv CD $44 
Retrn to Zrk wZrk Anth CD $44 
Rise of the Triad CD $42 
Robot City CD $48 
Sam & Max Hit the Road $19 
Secret Monkey Island CD $21 
Secrets of StargateCD $28 
Shadow Caster $18 
Shadow of the Comet CD $29 
Shadows of Cairn WIN CD $39 


Simon the Sorcerer $18 
Space Quest 5 VGA $15 
Spaceship Warlock CD $29 
Spawn $42 
Star Reach $36 


Star Trek 25th Anniversary $26 
Star Trek Judgmnt Rts CD $42 
Star Trek NG Cllct Edit CD $79 
Star Trk: Str Fit Acad CD $48 


System Shock $44 
Terminator Rampage $42 
Terror of the Deep $35 
The Dig $40 
Ultimate Domain $39 
Under a Killing Moon CD $54 
Voyeur CD $46 


Wing Commdultima 6 CD $29 
Wolf: Hunt or Be Hunted $39 
Wrath of the Gods CD WIN$44 


Yserbius $26 
Zombie Dino CD $40 
Zorro $39 


‘STAR’ TREK: 
NEXT GENERA- 
TION’ The crew is 
all here and sud- 
denly you're there 
too. You are part of 
an original interac- 
tive mystery that will 
take you from Fed- 
eration space to 
shields-up confron- 
tations. Offers 
voice-overs by the 
stars, control any of 
the seven main 
characters and 
command of the 
ship. CD $55 


‘NASCAR RAC- 
ING’ The fuel-in- 
jected racing power 
of the IndyCar se- 
ries now comes to 
the stock car Cir- 
cuit. You pick the 
fuel mix, tire pres- 
sure, suspension 
torque and tire 
thickness. Offers all 
of the familiar fea- 
tures that players 
loved in the 
IndyCar series and 
3D physics based 
on actual stock car 
models. $39 


1830: Railroads & Barons $34 


18th Air Squadron 


$36 


A-Train WConstruction Set $29 


Advanced Civilization 

Archon Ultra 

Arctic Baron DOS or CD 
Battle Bugs 

Battle Isle 2200 CD 
Battle of Chickamagua 
Battles of Destiny 
Black Beard 

Breach 3 


Buzz Aldrin Race Spc CD 


Castles 2 CD 

Celtic Tales: Balor of Evil 
Civilization Network WIN 
Cohort 2 

Colonization Gold CD 
Command and Conquer 
Conquered Kingdoms 
Conquest 

Dead Zone CD 

Detroit 

Dominus DOS or CD 


Empire Dlx Master Ed CD 


Fantasy Fiefdom CD 
Flight Commander 2 CD 
Front Lines 

Genghis Khan 2 


Gettysburg: Turning Point 


Global Domination 


$34 
$32 
$29 
$37 
$34 
$38 
$19 
$34 
$34 
$39 
$48 
$39 
$48 
$18 
$48 
$38 
$19 
$36 
$52 
$39 
$38 
$22 
$48 
$39 
$39 
$34 
$15 
$34 


Grandest Fleet DOS or CD $32 
Hammer of the Gods CD $39 


Hannibal 

Harpoon 2 

Heirs to the Throne 
High Seas Trader 
Hollywood Mogul WIN 


$26 
$42 
$19 
$39 
$39 


Incredible Machine 2 CD $39 
Jagged Alliance Speech Pk$22 


Jutland CD 

Kingmaker 

Koshan Conspiracy CD 
Lemmings 3 

Lords of the Realm CD 
Lost Admiral 2 
Machiovelli the Prince 
Master of Magic CD 
Master of Orion CD 
Merchant Prince 


$44 
$33 
$19 
$35 
$39 
$39 
$40 
$48 
$40 
$37 
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A Chris Robarts Game 


“Ss ORO RELY 
HOUSE’ Without a 
doubt this is the 
most entertaining 
game on CD. If you 
successfully collect 
all the items for 
your _ fraternity 
pledge require- 
ments, you'll get an 
unforgettable 
physical education. 
But there are three 
people working 
against you: the 
housemother, the 
rent-a-cop, and the 
pool boy. CD $49 


‘WING COM- 
MANDER 3: Heart 
of the Tiger’ In this 
technologically as- 
tounding sequel, 
you are a squadron 
commander aboard 
the TCS Victory. 
You must end the 
Terran-Kilrathi con- 
flict. Features the 
ability to guide per- 
sonal morale, 
seamless melding 
of film & computer 
technologies, and 
incredible SGI 
graphics. CD $54 


Millenium Actn Clict Ed CD $25 


Navy Strike DOS or CD 
Outpost WIN CD 
Patrician CD 

Pax Imperia 

Perfect General 2 CD 
Pirates Gold WIN 

Pizza Tycoon 

Power House WIN 
Project USA CD 
Protostar CD 

Railroad Tycoon 2 Dix 
Reunion DOS or CD 
Romance 3 Kingdoms 4 
Rules of Engagement 2 
Sabre Team 

Second Conflict WIN 
Serf City: Life is Feudal 
Sid Meir’ Civil War 
Sim Ant CD 

Sim City 2000 

Sim City 2000 CD 

Sim City 2000 Windows 
Sim City CD 

Sim City Classic Win 
Sim Earth 

Sim Farm WIN 

Sim Health 

Sim Life WIN 

Sim Town DOS or CD 
SimClassic Collection 
Space Raiders CD 
Spaceward Ho! WIN 
Stalingrad PCMC CD 
Star Control 2 

Starlord CD 

Starship CD 

Task Force 1942 


Terminator 2 Chsswrs CD 


The Complete UMS 


The Rogarian Agenda CD 


Ticonderoga 

Transport Tycoon CD 
Victory or Defeat WIN 
Vikings 2 

Walls of Rome 
Warcraft DOS or CD 
Warlords 

When Two Worlds War 


$40 
$42 
$36 
$39 
$35 
$48 
$40 
$39 
$29 
$19 
$24 
$33 
$39 
$29 
$28 
$34 
$37 
$58 
$41 
$34 
$45 
$42 
$47 
$26 
$19 
$19 
$25 
$29 
$42 
$44 
$42 
$36 
$39 
$34 
$39 
$39 
$19 
$27 
$44 
$39 
$46 
$48 
$42 
$36 
$39 
$39 
$12 
$24 


X-COM: UFO Defense CD $40 


AT P 2.0 (blue) $29 
A320 Airbus $29 
AH-64 B Longbow $54 
Absolute Zero CD $40 
Aces of the Deep CD $47 


Aces over Europe CD $38 
Across the Rhine Gold CD $48 
Air Combt Pacific 1942 CD $48 
Air Cmbt: U.S. Nvy Ftr CD $47 
Air Havoc Contrllr WIN CD $39 
Air Warrior2 DOS or CD $34 
Armored Fist CD $47 
Army Air Corps: 1942 $48 
B17 Flying Fort w SS2 CD $37 
Battle of Britain 2 WIN $34 


Battlecruiser 3000 $43 
Chopper Pack CD $38 
Chopper Strike CD $52 
Confirmed Kill CD $44 
Cyclemania CD $34 
D-Day: Opertn Ovriord CD $39 
Dawn Patrol $41 
Delta V $39 
Elite Plus $19 
F15 Strike Eagle III $34 
Falcon 3.0 $36 
Falcon Gold CD $50 
Fast Attack CD $48 
Fighter Duel Pro 2 $33 


Fighter Wing DOS or CD $39 
Fleet Defender PlusCD $48 
Flight Light DOS or CD $19 


Flight Sim Toolkit $54 
Flight Unlimited CD $48 
Flying Circus $39 
Formation Attack CD $48 
Frontier Elite 2 $22 
Grand Prix 500 2 $14 
Great Naval Battles 2 CD $39 
H.A.W.C. CD $35 
Harrier Assault SVGA CD $35 
Indy Car Racing $30 
Indy Car Racing Add 1or2 $22 
Jet Fighter 3 CD $48 
Jet Pack CD $39 
Jump Jet $29 
Kawasaki Super Bikes $24 
Lode Runner CD $38 
M1 Tank Platoon 2 $44 


M4: Shermn Tnk Sim WIN $34 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 
per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders 
may require additional shipping charges. Call for details. 

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 
same as cash. COD $8. Defectives replaced with same product. Most items shipped 


same day. Shipping times may vary. Price/availability may change. All sales final. 


‘RISE OF “THE 
TRIAD: DARK 
WAR’ Every sec- 
ond is precious. 
The world is 
doomed... unless 
you can change 
its fate. You're a 
commando who 
usually eats terror- 
ists for lunch. But 
this bunch ain't go- 
ing down easy! 
Offers 30 levels, 
eye-poppin' graph- 
ics and head-to- 
head modem 
matches. CD $46 


‘DARK FORCES’ 
You must capture 
the Death Star 
plans and infiltrate 
the Empire's secret 
facility where a 
new army. of 
mechanized, super 
stormtroopers 
must be stopped. 
Features richly de- 
tailed 3D environ- 
ments, first person 
perspective, com- 
pelling new Star 
Wars plot and 
more than a dozen 
worlds. CD$46 


“UNIVERSAL 
NEVERLOCK’ By 
pass document 
checks on more 
than 500 computer 
games that you 
own! Safe and 
easy to use even 
for novices. It's 
menu driven. Just 
point and shoot. 
Never be locked 
out of your own 
software again! 
Winner of BYTE 
Magazine's August 
'94 Pournelle 
Award. $39 


‘VIRTUAL VIX- 
ENS’ BY PIXIS 
Save your friend 
from Crystal, who 
has imprisoned 
him in a VR Plea- 
sure World, for his 
failure to please 
her. You must sat- 
isfy three women 
before you can 
reach Crystal and 
solve the mystery 
of her strange, 
erotic existence. A 
VR science fiction 
adventure with 3D 
animation. CD $39 


rg 


A 


Over 


RIGH-STAKES ROBOTIC COMBAT 


‘METALTECH: 
BATTLEDROME’ 
is a virtual-reality 
combat arena 
where strategy and 
tactics count as 
much as firepower. 
Mighty Herculan 
robots fight one-to- 
one for power, 
pride and money. 
Offers ten Herc 
chassis, broad 
weapons arsenal, 
adrenaline pump- 


ing music, and 
one-on-one mo- 
dem play. $34 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. Offer 
subject to change or cancellation without notice. Valid from Dec 
1st through Jan 31st or while supplies last. Request must be 
made at time of order. 


SPEND $75 GET 


Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Revenge 
5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, Tinies 3.5/ 
5.25, Microleague Baseball Managers Challenge 5.25, 
Microleague Football 2 3.5, Time Out Sports Baseball 3.5, 
MacArthur's War 5.25, Coffee Break Collection CD 


SPEND $150 GET 


Railroad Tycoon 3.5, Magic Candle 3 5.25, Mercenaries 5.25, Dragon 
Force 5.25, Command HQ 3.5, F 15 SE 2 3.5, Red Storm Rising 
3.5, Battles of Destiny 3.5, Heirs to the Throne 3.5, Warlords 5.25 


Magic Carpet CD $41 
Max Overkill Bundle CD $42 
Mech Commander $42 


Mech Force: Iron Asslt CD $39 
Mechwarrior 2 DOS or CD $46 
Metal Tech: Battledrome $34 
Metaltech: Earthsiege CD $47 
MS Flight Sim 5.0 $44 
MS Flight Sim 5 Europe 1 $26 
MS Fit Sim 5 Las Vegs CD $33 
MS Flight Sim 5 Paris $29 
MS Fit Sim 5 Portland CD $33 
MS Fit Sim Flight Shop CD $44 


MS Space Simulator 1.0 $44 
Mig 29 Gold CD $49 
Nascar Racing CD $47 
Phoenix Fighter CD $49 
Power Boat Simulator3 $46 
Privateer $48 
Renegade CD $48 
Sea Wolf CD $44 
Shuttle $26 
Silent Service 2 $21 
Sim City Clsc Graph 1 & 2 $14 
SimTower $42 
Simcity 2000 Scen 1 WIN $14 
Space Clipper $42 
Spectre VR CD $39 
Star Crusader CD $39 


Strike Commd Sp Oprts 1 $22 
Sub Battle Simulator 2 $39 
Sub War 2050 Plus CD $40 
TFX: Tactical Fghtr Exprmt $35 
Tank Commdr Network CD $44 
Task Force Admirals Pack $39 


Test Pilot CD $44 
Theme Park $38 
Tie Fighter $45 
Tie Fighter MD 1 or2ea $19 
Top Gun CD $48 
Tornado $48 
Tower $42 
U-Boat 2 $36 


Wing Commander3CD $54 
Wing Commander Armada $47 
Wings of Glory Enhncd CD $44 
Wolf Pack $20 
World Circuit CD $34 
X-Wing Collector's CD $46 
Zephyr CD $45 


Aegis: Guardn of Fleet CD $46 


Aide de Camp $45 
Antietam Z-Lock Bag $15 
Battles of Napoleon $15 
Beyond Squad Leader $45 
Blue & The Gray CD $39 
Campaign CD $35 
Carriers at War 2 $39 
Charge of Light Brigade $12 
CincPac: Midway $39 


Command & Conquer CD $48 
D-Day: Beginning of End $39 


Dreadnoughts $32 
Dreadnoughts Deluxe $59 
Fields of Glory $37 
Fifth Fleet CD $39 
Flight Commander 2 $38 


Gary Grigsby Wr in Russia $19 
Gettysbrg: Intr Bt WIN CD $42 
Harpoon Classic WINCD $28 


High Command $34 
lron Cross $39 
Kampgruppe $15 
Last Blitzkrieg $40 
Line in the Sand $12 
MacArthur's War $9 
Man of War $36 
Napoleonics $34 
Operation Crusader $36 
Panzer Battles $24 
Panzer General CD $39 
Patriot $12 
Point of Attack $32 
Return to Falklands $28 


Road Sumter to Appomttx $45 


Seventh Fleet $36 
Stalingrad $39 
Stalingrad Campaign $36 
Tac Ops WIN $40 
Task Force 1942 $32 
The Great War $39 
Tigers on the Prowl $42 
To The Rhine $29 


V Victory Market Garden $29 
V Victory: Gld, Juno, Swrd $34 
V Victory: Utah Beach $29 
V Victory: Velikye Luki $29 


Victory at Sea $41 
Wargame Cnt Set 2: Tanks $39 
Warpoint $36 


ADD Collector's Ed Vol3 $19 
Al-Qadim CD $39 
Alien Legacy $36 
Arborea Journey Inr Sanct $34 
Arena: Eldr Scrlls, Vol | CD $45 
Character Editor 


(Specify Game) Each $16 
Cobra Mission $29 
Curse of the Azure Bonds $15 
Cyber Space CD $38 
CyberJudas CD $48 
Cyclones DOS or CD $44 
Daemonsgate $27 
Dark Sun CD $49 
Dark Sun 2 $47 
Demon Hunter $42 
Disciples of Steel $34 
Dragon Lore CD $44 
Dungeon Master 2 $37 


Eye of the Beholder 3 $19 
Flames of Freedom MWII $19 
Gateway Savage Frontier $32 
Hell CD $45 
Hero’s of Mght & Magc CD $39 
Hexx: Heresy of Wizard $29 
Hunters of Ralk CD $54 
Ishar 3 CD $33 
Kingdms Far Reaches CD $40 
Knights of XentarPG13 $44 
Knight of Xentar NR 18 Up $5 
Lands of Lore CD $41 
Legacy: Realm Of Terror $39 
Lord of the Rings V1&2 $19 
Lords of Midnight CD $48 


Menzoberranzan $47 
Might & Magic 5 $19 
Pirates Gold $25 
Protostar $19 
Ravenloft CD $49 
Realms of Arkania $25 
Red Crystal $21 
Return to Ringworld CD $44 
Riftwar Legacy CD $23 


Rings of Medusa Gold $18 
Robinson's Requiem CD $33 
Rome: Pathway to Power $29 
Shadow Caster CD $44 
Sherlock Holmes 3 CD $39 
Skyrealms of Jorune CD $39 
Star Trail CD $45 


Star Trek Dp Space 9CD $41 
Startrek Next Genertn CD $55 


Stonekeep CD $46 
Stronghold $19 
Summoning $16 
Superhero Lg. of Hoboken $34 
Sword of China $42 
Syndicate Plus CD $40 
Ultima 6 False Prophet $19 
Ultima 7 Series CD $29 
Ultima 8 CD $33 
Ultima 8: Pagan $26 


Ultima 8 Speech Pack $17 
Ultima UW 1 & 2 CD $29 
Ultima Uworld 2 Labyrinth $48 
Ultima UW Stygian Abyss $21 


Unlimited Adventures $19 
Waxworks $14 
Witch World $42 
Wizardry 7 Crusaders $19 
World of Xeen CD $40 


CD-I 200 Magnavox Plyr $359 
CD-| 220 Philips Player $399 
7th Guest Digital Video $52 


Alien Gate $26 
Burn Cycle $46 
Caesar's Wrld of Gambling $44 
Dark Castle $34 


Defender of the Crown $34 
Dragon’s Lair 2 Digtl Video $44 
Earth Command $44 
Escape from Cyber City $44 
Golf My Way Digital Video $89 


Jeopardy $36 
Kingdom Digital Video $44 
Laser Lords $44 


Mad Dog McCree Dgtl Vid $52 


Microcosm Digital Video $44 
Pinball $30 
Shark Alert $44 
Surf City $34 
Tetris $30 
Third Degree $36 
Voyeur $44 
Zelda’s Adventure $44 


Zombie Dinos from Zeltoid $36 


500 CC Race Bike $29 
Breakthru WIN $35 
Cannon Fodder $22 
Crime Patrol CD $35 
Dragon's Lair CD $34 
Jump Raven CD $42 


Lode Runner WIN $38 
Mad Dog McCree2CD $35 
Monty Python’s Waste CD $54 


Mortal Kombat $24 
Novastorm CD $34 
Oxyd Magnum $36 
Pinball Fantasies $29 
Rebel Assault CD $44 
Tetris Gold CD $32 


American Coll Football 94 $38 
Barkley: Shut Up and Jam $42 
Blood Bowl DOS or CD $34 
FIFA International Soccer $36 
Front Page Sports Bsball $44 
Hard Ball 4 CD $34 
Jack Nicklaus Goldn Br Ed $34 
NFL Challnge Premium Ed $59 
NHL Hockey '95 CD $40 
Road to the Final Four2 $38 
Time Out Sports Baseball $16 
Ultimate Football CD $45 
Unnecsry Roughns ’95 CD $34 


Aces Over Europe Stratgy $16 
Aircombat Pacific Strategy $16 
Castle Wolfenstein 3D $14 
Colonization: Official Strat $16 
Doom 2 Official Strategy $16 
Front Page Sports Bsball $16 
Legend of Kyrandia 3 Strat $16 
Master of Orion Strategy $16 
Outpost Strategy Guide $16 
Panzer General Strategy $16 
Sim City 2000 Strategy $16 
Under A Killing Moon Strat $16 
Wing Commander Armada $12 
X-Wing Collectrs CD Strat $16 


Cyber-Peep Interactive CD $19 


Dark Tunnels CD $29 
Desktop Mistress CD $49 
Desktop Voyeur V.1CD $49 
Digital Dancing CD $32 
Dream Machine CD $54 
Fox Pack CD $37 
Girlfriend Maria $39 
Girlfriend Suzie (R) $44 
Girlfriend Teri (R) $49 
Hot Slots CD $39 


Intract Adult Smpl WIN CD $12 
Intract Adv Semre Butts 2 $58 
Interactive Lovers CD $45 
Intract Sexual Therapy CD $54 
Internatnal Strip Poker CD $24 
Intimate Journey CD $24 
Ladies Club Poker Nt CD $26 
Midnight Stranger CD $45 
Mind Teazzer CD $32 
Mustang Interactive CD $49 
Neurodancer CD $39 
Nightwatch Intractive 2 CD $39 
Penthouse Intractive 3 CD $64 
Scissrs N’ Stones WIN CD $39 
Sorority House CD (R) $37 


Space Sirens CD $49 
Strip Poker Professnal (R) $32 
Strip Pot MPEG CD $36 
Texas Table Dance CD $39 
Vampire’s Kiss CD $49 
Virtual Vixens CD $39 
Virtually Yours CD $49 
Winner Takes All CD $39 


Adult Movie Almanac CD $59 
American Built CD $24 
Best of Vivid CD $36 
Debby Does DallasCD $38 
Doors of Passion 2 CD $32 
Hidden Obsessions CD $25 
Insatiable CD $24 
Mystique of Orient2 CD $24 
Playboy Interviews CD $59 
Sexlandia CD $36 
Urotsukidoji CD $24 
Wicked Q-Time Movie CD $39 


CGR JAN 2 


This being the case, you have no doubt seen the 
picture gracing our fair mag. Hopefully, this will tide 
you over until you get to the reviews of NASCAR 
Racing, FPS Football ‘95 and NCAA2 and the pre- 
views of Live Action Football and Hardball IV. 

We cover the products that are released. 
Categorically, sports games don’t come out in the 
numbers that strategy, adventure, or first-person 
action games do. 


No DITTOS HERE. . . 


| am disgusted at your lack of professionalism in 
your review of MegaDittos. . .The Screen Saver. 
Your ugly liberal bitterness and arrogant bias 
toward the product shows through very clearly, 
Staining your reputation and your magazine. 

Of the more than 38 million and growing listeners 
to the Rush Limbaugh radio and TV shows, don’t 
you think that some might own computers and buy 
your magazine? After all, the average conservative 
makes more money than the average liberal, mean- 
ing more money for a computer and computer mag- 
azines such as your own. Rush Limbaugh and 
DittoHeads are not ultraconservative and are not 
that far to the right as evidenced by his popularity. 

You have done yourselves a great disservice by 
bringing politics and bias into your magazine, there- 
by inviting yourselves to be judged by your political 
affiliation. It is now clear that your magazine unfor- 
tunately discriminates against products that do not 
promote your own narrow views and ideologies. 
You have overstepped your bounds. 

As shown by the great success of Snapple and 
Florida Orange Juice after, and due to, the 
endorsement of Rush Limbaugh, the American 
people vote at the marketplace. Likewise, | will 
never buy your magazine again and | hope that 
other proud DittoHeads, such as Frankie Carle 
whose letter appeared in the September issue of 
your magazine, never will again either. | simply 
Cannot support a magazine that disproves [sic] of a 
man who has done so much for this country in its 
time of need, simply by factually reporting the unbi- 
ased and previously hidden truths about our gov- 
ernment. My conscience won't let me. Instead, |’ll 
Save my money for Aristo-Soft’s MegaDittos. . The 
screen Saver, it sounds hilarious. In fact, | think 1’ll 
buy one for my dad and my brother, and my uncle 
and... 

Further, | am amazed at the personal attacks on 
and intolerance of Rush Limbaugh by liberals who 
obviously have never listened to his show. Are you 
so blind to reason by your “faith” to liberalism and 
the Democratic Party that you will not accept the 
fact that Rush Limbaugh is right, that your 
President is a weak, unguided, flippant, two-faced, 
hypocritical liar or are you just afraid that if you lis- 
ten to Rush Limbaugh you aren't doing the popular 
thing, which is, of course, to blindly and futilely 
bash him. Maybe you make all of your decisions 
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based on no facts or substance just as a habit. 

Further still, Rush does not need to bash Bill 
Clinton, he needs only to expose the American 
public of Bill Clinton’s actions and it is clear that Bill 
Clinton is the one holding the club. While Limbaugh 
is merely holding a spotlight in the dark. [Consider 
that whole paragraph one big sic. -ed| 

Lastly, when callers to The Rush Limbaugh Talk 
Show say “dittos” they are saying they agree with 
the same praise that the previous caller, and the 
one before that had given the show [sic (sigh! -ed)]. 
They do this to save time, not to say they want to 
be exactly like Rush. And certainly not because 
their friends do or because it is the popular thing to 
do. If they did make such enlightened decisions 
based solely on friends, popularity and political cor- 
rectness, they could only be ignorant enough to be 
another blind liberal Democrat. 
Terry Donaldson 

Roseville, CA 


! was going to respond to this except for two 
things. 1) It’s not worth it, and 2) If | did, Terry 
wouldn't see it anyway. And for the record, anyone 
who judges another person by his or her political 
affiliation alone is not worthy of note. | printed this 
letter for no other reason than to show the rest of 
the world what comes through my mailbox some- 
times. Oh, and take if from a journalist: unbiased 
reporting is a pipe dream. 

Thanks to this letter, | may follow our sister publi- 
cations Hero Illustrated and Electronic Gaming 
Monthly and start a Psycho Letter of the Month col- 
umn. 


ALIENS. . . 


| know you guys must get a ton of letters each 
month, but this one can’t wait any longer! Before | 
begin, | have to say that although I’ve only been 
reading your magazine for a few months now, it’s 
one of the best out there. 

Here’s the situation: ever since | saw the movie 
Aliens | have been a devoted fan (yes, even 
through such partial-flops like Alien 3!). According 
to Cinescape magazine, there is a fourth install- 
ment in the works (now everyone get down and 
pray that Hicks—Michael Beihn—will be returning 
in this one somehow). | was thinking that they might 
decide to make Alien 3 just another one of Ripley's 
nightmares, but we'll just have to wait and see. 

Anyway, the last couple of years | have been 
playing games on my computer and enjoying the 
ones | chose enormously. | got to thinking about 
Aliens and how it would be just great to see a ver- 
sion for the PC. I’m not talking about a cheap, little 
look-alike or take-off (like Alien Breed). What | 
mean is the real deal—authentic sound effects from 
the film, the same weapons, and maybe characters. 
The plot could be changed, of course, maybe even 
include extra missions on different planets, or a 3D 


engine, or an X-Com layout. Who knows? 
| am hoping that someone will read this letter and 
agree with me that we can't let this terrific movie 
(and soundtrack, | might add,) sit and collect dust. 
Just like Vasquez in the film, | say “Let’s rock!” 
Adam Frazer 
Calgary, Alberta 


Hmm. There was some talk of an Aliens game a 
few years ago, but info has been pretty sketchy 
since. | agree that an Aliens game would be pretty 
cool, depending on how it was done. The X-Com 
engine would be a natural, as would the one used 
by Bullfrog for Syndicate. 

If you can't wait for someone to pick up the Aliens 
license, you might want to look for the CD-ROM 
version of Space Hulk from Electronic Arts. While it 
doesn't follow the Aliens plot, or even try to, there 
are a number of similarities between SH and 
Aliens. Plus, it's lots of fun and a good challenge. 


GRIPESHOT. . . 


Although | blew off some game-related steam in 
my last two letters, a couple things have turned up 
to get me started again. Since | wrote last, I’ve 
made a move away from that great stretching 
metropolis they call Chicago and ended up in that 
State-o-mountains they call Colorado, semi-close to 
Computer Gaming Wo. . ., | mean, that other mag. | 
also sent my lowly, cruddy plastic, metal and silicon 
excuse for a 386 to the shop. Seems | couldn’t get 
close to accessing anything. But | have it back now, 
and am playing games like there’s no tomorrow. 
I've also given up on killing one of you guys for your 
jobs; that reply about stalking laws a couple CGRs 
back nuked any plans for that. And since I’m only a 
game-loving 15 year old I'll just wait for someone to 
retire or leave, and maybe | can get a review job 
right out of college. Well, | can dream. So, how old 
are you, Steve? 

Now that I'm done with my usual beginning of the 
letter rambling, I'll get on with my letter. | seem to 
disagree with your response to my last letter, 
Steve. you said if company A makes a ground- 
breaking 486-only game, company or interactive 
game division B will strive for one, too. As of yet, | 
haven't seen one great or even decent 486-only 
games. First, your highest scoring game ever, X- 
Com. It runs on about any 386, is a blast to play, 
and it isn’t loaded with full-motion video taped on 
location starring Sly, Arnie, Jean-Claude and Steve 
Seagal as your male soldiers, and Sharon Stone, 
Sigourney and Madonna as your female soldiers. 
(you did mean Arnie Katz, didn’t you? -ed) TIE 
Fighter. Another highly-rated game. It was the most 
demanding 386 game | mention, but it still runs fine 
and dandy on my system. Merchant Prince, 
Harpoon Il, they both run on 386s. And one of the 
best games I’ve ever played, not yet reviewed as | 
write this, Colonization. Sid Meier. Civilization times 


BREAKING AWAY 
FROM THE FLEET 


Ever wanted to sail into the sunset? Visit 


ports of call known only to grizzled 18th 
9 


century sea captains’ 
Then let our unique first-person 
perspective and stunning 3-D graphics 
put the wind in your sails! Swashbuckle 
away as you trade goods, vanquish enemy 
ships and create routes to riches. Take 
time to gossip in local taverns, repair 
cannonball damage, and stoke up your 
crew’s morale. (A little rum, perhaps?) 


Chart your progress with our authentic 
navigational aids, and revel in a world 
long gone: Where fortunes are fiercely 
defended, and only skill stands between 
you and the deep blue sea! 


Features: 


Variety of goods to trade and 
passengers to carry. 

Command a crew of soldiers, sailors 
and apprentices. 

Defend against pirates and enemy 
men-o -war. 

Buy and enhance ships from 
several models. 

Highly intuitive interface. 


Dynamic pricing and political models. 


Strong replayability. 
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Travel the world in search of riches 


Impressions 
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Visit exotic ports on many continents 


10. The requirements: 386 processor; 1, count it, 1 
Meg RAM. Guaranteed to whoop the butt off 
Phantasmagoria, Under a Killing Moon, Harvester. 
Just watch. And your 486-only games? Ultima VIII. 
81% Not exactly your ultimate game score, is it? 
Pacific Strike, Wings of Glory, countless crappy 
CDs from companies unheard of 6 months ago, all 
low scores. Any groundbreaking 486-only games? 
Not yet. 

On to my next point. I’m already sick of mistaking 
the latest computer game ad for the next block- 
buster MOVIE! | don't give a flip who stars in it or 
directed it. Tell me about the game. Give me 
screen shots and a hint of the plot. People com- 
plain already about computer game prices = 
too high. Supporting companies that have a 3 mil- 
lion dollar budget and spend enough money on the 
Star to buy 50 top-of-the-line Pentiums will just 
encourage them. They'll have to crank up the price 
to break even, and that will be a hefty price hike, 
considering the game will only run on the top 5% of 
computers. Remember the outrage when Virgin 
wanted $99 for The 7th Guest? It’s going to be like 
that with every new game. Bummer. Twice as much 
money for a game twice as pathetic as any bad 
game now. | can hardly wait! | can start a collection 
of $100 coasters! 

Since it looks like I’ve already typed more than 
my longest school paper ever, I'll get to my final 


point. Buzzwords. Jargon. Basically, I’m expanding 
on Steve's editorial from a few months ago. The 
first buzzword on my hit list—virtual reality. What is 
virtual reality? It’s sure not video on a screen or a 
helmet or polygons. The helmet is just a monitor 
mounted in a pair of oversized ski goggles strapped 
an inch from your eyes. Here’s my definition, and if 
it ends up in Webster’s without giving me credit, 
well. . .we'll just see. “Virtual Reality (noun)—the 
total immersion of one’s self in a computer simulat- 
ed environment with no limits, catering to all sens- 

s.” Will it ever happen? Not anytime soon, if ever. 
Can it? Yes, but we have a better chance of not 
hearing about O.J. in the next 6 months than we do 
seeing true VR. My second buzzword—interactive. 
All games are interactive. Pong was interactive. As 
long as you control what happens, it’s interactive. 
Even cars are interactive! But you don’t see car ads 
saying “Buy the new, turbo-charged, 800 horse- 
power, 90 miles-per-gallon, 200 MPH, quad-air 
bagged, interactive Yugo 8500,” do you? 
Interaction? It's been in every game, even your 
crappiest. 

Well, it seems | have run out of gripes. It felt pret- 
ty good to complain like that, If you need me, I'll 
either be worshipping Sid Meier, playing his out- 
standing Colonization and taking out frustrations on 
those pesky Dutch (Indians? Indians? | don’t kill no 
stinkin’ Indians!), or I'll be searching through those 


darn old game closeouts for something that runs on 

my system. The bargain bin beckons! Oh, and 

could | be sent some info on salaries, benefits and 
coverage from working at CGR? Thanks. 

Brian Burtz 

Highlands Ranch, CO 


We are all quite happy that you are no longer 
bent on the snuffing of one of our lives just for the 
chance at working here. Personally, | recently 
turned 27, so I'm about 45 years away from manda- 
tory retirement age. 

Regarding my take on your last letter, I’m not so 
sure how much we disagree. Read the editorial in 
this issue (if you haven't yet) and you'll see what | 
mean. The real reason that great games like 
Colonization and X-Com have not been successful- 
ly duplicated is a simple one. It’s really easy to copy 
the basics of another product. As an example, look 
at all of the Doom clones out there. It is very much 
another thing to copy the quality of another product. 
Colonization is not a great game because Sid Meier 
made it like Civilization. Colonization is a great 
game because Sid Meier took his time and made 
the game right. 

Your definition of VR is good, except for the idea 
of a boundless simulation. Even real life has some 
bounaaries. And you don’t want credit in Websters, 
you want credit in the OED. 


POWERED SPEAKERS 
FOR THE POWER HUNGRY. 


© Sit up. Lock up. Grab the stick. 
» Pull the trigger. Blast the 
* Zurtrons. Escape 
«through hyper- 
space. Then cool 
down with some hot 
jazz. Feel 
the sound? The 
~.. tush? The riffs? No? 


Naresh AW} 
i 4 ae SAR Ny an ee % set me 


You need a set of 
YST-M10 powered 


monitored speakers. 
Hungry for more? Just 
add a YST-MSW10 
powered subwoofer. 
Call 1-800-333-4442 for the 
launch base near you. Tell 
‘em youre power hungry. 


 Nematia Corporation of America, Computer 


©1994 by Yamaha Conasatien of America. All rights reserved: Yamaha, YST, and the Yamaha 
logo are recisiered trademarks of Yamaha Seepar oie! of America. 


_ Related Products, 6600 Orangethorpe 
Fox eaes Guetta Fath Ealarsie 90620 


You Asked Forlt. 
We Did It. 


It's your game on your terms. Hex-based, 


tactical, detailed. Sounds good. Looks even 


better. You know the rules. Time to play. 


The Future of Combat is Now. 


Features: 
* Tactical, turn-based hex wargame 


* Superb 256 color SUGA graphics 

* Full scenario builder & unit editor 

* 18 types of near-future military hardware 
* Modem play 

* | hex = 1 km (range) 

* 1 turn = 5 minutes 


* Fully animated movement & combat 


Impressions 


© 1994 Impressions Software Inc. 
222 Third Street, Suite 0234 
Cambridge. Massachusetts 02142 


IBM PC SUGA Screenshots may vary 
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60 Damage 

15 Efficiency 5 

30 Morale 

2 Armor 
Range & Height 
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Full scenario builder and editor Pull up information on any class of units 
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The order has finally come. 
Your troops have been careful- 
ly supplied and trained. Now is 
the time to strike. On your com- 
[commuren cour eevee mand, legions of Panzers 
begin to roll into Poland. Your objectives must be 
taken quickly and quietly, within minimum loss of 
German resources. Do well, and the high command 


Panzer General 
by SSI 


Game Summary 
Take command of the Wehrmacht and lead 
the armies of the Third Reich across Europe. 
Do well, and watch all you enemies scatter 
before your blitzkrieg; campaign successes 
can even lead to the shores of America. 


Overall 


93% 


Rating: 
Requirements: 386/33 or faster, 1 Meg SVGA 
4 Meg RAM, CD-ROM 

Sound Blaster 

and compatibles 

Controller: Keyboard, Mouse 


Available for: PC and compatibles 


SSI Special Projects Team 


Distributed by: Mindscape 


Retail Price: $55 


Hard Drive Space: 15 Meg (Floppy needs 20 


No. of Players: One Player (email option for 2) 


Sound Support: 


THE SOFTWARE ROLODEX 


SS! Direct Sales 
675 Almanor Avenue 
Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 
Fax: (408) 737-6814 
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IT’S SPRINGTIME FOR HITLER 
AND GERMANY... 


THE THIRD REICH IS LOOKING FOR A FEW GOOD MEN TO 
LEAD THE PANZERS ACROSS ALL OF EUROPE. 


Check out the strategic overview before planning too 
much; you'll need to take all the green objectives. 


will grant your requests for additional firepower and 
troops. Do exceptionally well, and you'll be in 
charge of the next theatre of attack. Master the new 
art of the blitzkrieg, or your overextended echelons 
will be ground into the dust. By your victories, the 
Third Reich will rise into the greatest military power 
of the age—but your failures will cause it to crum- 
ble, beset by mobilized enemies on all sides. 
Panzer General from SSI hands you the boots of 
a new commander at the beginning of WWII. From 
the first flashes of conflict in Poland to the walls of 
Berlin, Moscow, London, or even Washington, 
you'll lead your selected troops to victory or defeat 
in 36 different scenarios. Take your objectives 
quickly and well in early scenarios, and you can 
invade England before the Americans can reinforce 


them. You can blitz Moscow before winter spells 
doom for your troops. If you continue to tread the 
shining paths of perfection, you can find yourself 
landing troops off Virginia to take Washington in 
1945. On the other hand, sloth and poor planning 
can have enemy battalions outside Berlin in the 
twinkling of an eye. 

Panzer General is a turn-based hexmap 
wargame that concentrates on strategic issues 
more than tactical ones. Unit strength is indicated 
on a simple scale, usually ranging between 1 to 10. 
Each unit may move, execute an attack or in some 
cases do both; all units are moved in sequence, 
and each attacks alone (though other units in the 
area aid the assault). Over 350 unit types are used 
in Panzer General, including air and sea forces as 


French troops launch a counteroffensive across the 
Somme as the Germans march on Paris. 


Period films punctuate the opening and closing of each 
scenario, showing you what the real generals saw. 
well as land troops. Better technology and unit 
upgrades occur at the historical times; in some 
cases, the new technology becomes available dur- 
ing a scenario instead of between them. Victories 
earn you Prestige points, which represent your pull 
with the high command and are used to ‘purchase’ 
reinforcements, upgrades and new units. 

Each turn represents a full day’s passage. 
Emphasis is placed on the resupply and reinforce- 
ment of existing units in quiet areas, rather than a 
single-minded march into the meat grinder; a unit 
forced to 1 strength can still be fully restored, while 
a destroyed unit is gone forever. Experience accu- 
mulation makes older units more valuable as well. 


Do well enough on your assaults, and Germany may 
well succeed beyond the bounds of history. 


In fact, as the campaign progresses, the battle- 
hardened veterans of earlier battles will become 
many times stronger than green units. 

For those who prefer quick thrills over the pains 
of a long campaign, all thirty-six scenarios can be 
played separately as well, and as either side. Try to 
repel Operation Sea Lion instead of launching it for 
a change. For players of different abilities, Panzer 
General allows handicapping of either player forces 
or computer forces. 


types on both sides, organic transports and all. 


Panzer General simulates the abilities of over 350 unit 
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Let's get one thing out of the way: I’m uncom- 
fortable cheering for the Nazis. | mean, flying a 
TIE Fighter is all fun and games, but this was 
the military arm of a regime devoted to hatred 
and intolerance. | realize that not every soldier 
was a hardline Nazi (no need for the lecture, 
thank you), but I’m not entirely ja 


from Keitel, for example), and it’ 
become flush with the military success 
the most technologically advanced 


led force the world had ever seen and ignore 
the background aspects of WWII Germany. | 
don’t ever want to do that. But getting beyond 
that, Panzer General is the best wargame I’ve 
seen all year. It's simple enough for a new- 
comer to play (after many defeats), and cap- _ 


make a 


lf Adolf Hitler had had software like this, he 


probably would have been having far too 
much fun tromping over a silicon Europe to 
have had much interest in tromping over the 
actual Europe. Of course, if that had been the 
case, we'd be in something of a quandar 
since Hitler wouldn’t have been ths 
this game. Panzer General is a g 
ping romp through the badlan 
European Theater of Operation, with) 
the helm of the Nazi Wehrmacht. The 
paign scenarios are well-balanced; the 
puter makes it tough, but not impossible, to 
achieve your victory conditions. The nicest 
thing about the campaign is that one scenario 


_ rolls over into the next: achieving more than 


your necessary victory conditions gives you 
extra “prestige points” 


I’m not a big fan of tactical combat simulation, 
but I'll give it my best shot. It’s not so much 
that | don’t like them, because | do. Like every- 
one else, | only have so much game time in 
life (it’s never enough, is it?<sigh>,) and there 
are other kinds of games that take prece- 
dence. As I’m sure there are otk 
myself, this review might be more bh 
you. At times a military game co 
that does grab my attention—Panzer 
is one. Besides the attractive hi-res grag 
the interface is very easy to navigate wit 
lot of screens and sub-screens to find your 
way through. The hexagonally spaced tactical 
map has a tool bar along one side containing 
a series of buttons, and there are message 
windows along the top and bottom. All of the 


which youcan use to this, 


tures the feel of blitzkrieg like no other. Individual, 
unit mechanics are kept simple (purists will proba-| 
bly say oversimple) in favor of showing the overall 
strategic situation more clearly. PG shows you the| 
pain of overextending an armor division, and the} 
joys of maintaining adequate frontage and supply’ 
lin though | could finally recreate the| 
operations. The campaign setup is| 
brilliant: 36 separate missions to! 
Not only will earlier success keep) 
you on a ter path, but units that survive will) 
grow in @xperience and strength, eventually 
becoming elite juggernauts mowing down the! 
enemy. Best of all, the Al is tough and plays each| 
scenario quite differently, even on repetition: that 
extends replay quite a bit. Wargamers who prefer| 
strategy over tactics will definitely like PG; watch] 
for this one in our Best of 1994. Kevin | 


wee ze 


requisition more forces. The game’s design allows| 
you to remove forces from battle in order to rearm) 
and refuel them, or you can opt to attack any town) 
in order to take their supplies. The three levels of! 
Al are appreciably different: easy mode was some-| 
llenging, normal mode was very challeng-| 
vanced mode was downright nasty.’ 
is was appreciated, Panzer General| 
ut in front of other wargames in its) 
pletion. If you can achieve success| 
S, you can proceed even beyond| 
ea Lion to attack Washington, DC.| 
This level of play has been unheard of in the past, 
and I’m glad SSI has stepped up to the plate. The 
ease of play, due to the remarkably intelligent! 
interface, is simply the icing on the cake. A fine job| 
all around, and SSI deserves to make a bundle on’ 
_Afed | 


| 
i 
. 


appears when needed. You practically never veer 
further then one screen away from the main one. A) 
description for just about everything will pop up| 
when the mouse passes over it, including units. | 
Resupplying and refueling for ground units is as| 
simple as backing away from any enemies and, 
turn to do so. Some other wonderful) 
the entrenchment feature, the simple 
ence for each unit and prestige points | 
a commander. The game really shines) 
aigns as your prestige and units, 
ir experience, are carried over. A 
commander is only as good as the men under him, | 


So it really hurts your cause when you lose a well-| 


i 


weathered group. The Al opponent will give you a| 
run for your money, even on the easy level, but’ 
doesn't seem to be aware of the amount of turns) 


__left in an operation, its loss anyway. __-Tasos_ 
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It’s 2023 and the Earth is dying. A survey ship, the 
SS Amazon, takes off to locate an alternative planet and 
disappears. Now, you must discover what hit it. Oh yeah, 
while you’re at, it, bring back an alien specimen, find its 
source and destroy it. 7 

Just don’t breathe too loudly--it might be tracking you. 
Something sure is. Man-eating slime pools? Artillery 
Spiders with twin-barreled lasers? Jellied Suckers that 
inhale entire ships? Or electric Distortion Rings that fry 

you to a crisp? 

Or is it one of those really ugly things that we don’t even 


< 


Vedder le, 


want to mention? : AVAILABLE ON | 3 
PC CD-ROM 5 
AEGERRET 
Creature Shock is a trademark of Virgin Interactive Entertainment, Inc. ©1994 Argonaut Software, Ltd. and Virgin Interactive Entertainment, Inc. All rights 


reserved. Virgin is a registered trademark « of Virgin Enterprises, Ltd. All other trademarks recognized: 


TRAPPED BY DROW, LOW ON 


ARROWS... 


SSI’s MENZOBERRANZAN GIVES PLAYERS ANOTHER 
FORGOTTEN REALM FILLED WITH DANGER AND ADVENTURE. 


lcewindale seemed like a good place for your 
party to rest, but when a horde of drow, the evil 
dark elves, decided to raid the village, members of 
your group were taken captive. Worse, they have 
been taken underground, where the drow are a 
nearly unstoppable force. You must journey to this 
drow stronghold of Menzoberranzan to save your 
friends from a horrid fate. Journeying with you will 
be Drizzt Do’Urden, the capable and battle-hard- 
ened drow warrior, estranged from his people 
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Conversation will be an increasingly important part of 
the game as you progress. 


Menzoberranzan 
by SSI 


Game Summary 
The Drow have raided your village, and 
now you must retaliate. This enmeshes you 
in a web of intrigue and deceit of a level only 
achievable by the dark elves and their com- 


patriots. 
83% 


Overall 
Rating: 
386/40 or better, 4MB RAM 


Requirements: 

Sound Support: Sound Blaster (not AWE), Aria, 
Sound Canvas, Wave Blaster 

Controller: Mouse, Keyboard 


Available for: PC and compatibles 


Dreamforge 


Mindscape 


Retail Price: 959.95 
Hard Drive Space: 13 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 


SSI Direct Sales 
675 Almanor Avenue 
Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 
Fax: (408) 737-6814 
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With a full coiiineat of four characters, you will be 
better prepared to tackle the Underdark. 


because of a radically different value system. 

Drizzt believes that the raid, while not led by him 
or endorsed by him was his fault nonetheless. He |s 
a fugitive from Menzoberranzan, a drow who did 
not fit in with the drow society. Unlike most drow, 
he holds life in high regard and does not believe in 
using treachery to forward his own ends. The drow 
society considers him a traitor, none more so than 
his own family. It is his opinion that this raid was 
undertaken to recapture him, the village of 
Icewindale merely got in the way of the raiders. 

Drizzt is going back to the Underdark to prevent 
the drow from harming the innocent villagers any 
further. He is also going to try and rescue those vil- 
lagers captured in the raid. You and your party 
have elected to go with him to help rescue your 
comrades. 

The world of the Underdark, where the drow reign 
and Menzoberranzan looms is a role-playing world 
unlike any you've seen before. Some of the new 
features in this game are the abilities to fly and levi- 
tate in combat. You can jot your own notes on your 
automap and print out the whole thing, including 
your notes, for easy reference. A single-screen 
inventory management system (as in Ravenloft) 
allows for ease in keeping track of the advance- 
ment of your characters. 


Exciting combat sequences will add much of the ten- 
sion and thrills to Menzoberranzan. 


interface * Playability « Graphics » Sound * Replay Value 
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This game uses an improved version of the 
same interface that | railed against when it 
appeared in Ravenloft. It is improved enough 
that | can actually stand to play it, but it's far 
from perfect. Whoever decided that real-time: 
combat is@eceptable fordRPGS Should remove 
themselves trom game design forthwith. The 
pedestrian mature of the game (lots of dun- 
geoncrawiing, ttle else) that"worked so poorly 
in Ravenloit works a littlélbetter Mere. In terms 
of plot, however, Venzo Shows its roots and 
the age of those roots by presenting the player. 
with a series of glorified step-and-fetch “adven- 
tures.” The dialogue is purple, unconvincing 
and constraining. While there are nice features 
to Menzo, the game doesn’t generate any 
burning desire to see over the next hill. It'll sit 
on your shelf. -Kevin 


interface * Playability * Graphics * Sound * Replay Value 
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Menzoberranzan is a lot of fun to play, but it is 
not without its problems. These problems are 
not insurmountable, but they do detract from 


__ the game’s enjoyability. One problem is in the 


character setup: never, ever give a Silicon 
Graphics_stationato a programmeérwith time on 


__ his hands. Wt'takes way (too tong to design two 
__ characters, duerto alll the graphies that must be 
_ fun through beforeyyou get a chanee to select 


attributes. The graphic detail is good, but the 
perspective is wildly skewed. lf the NPCs are 
to scale with the buildings, then the buildings, 
down to the humblest hovel, are absolutely. 
monstrous. The combat interface could use a 


| little work, too: it’s rather ungainly until you get 


comfortable with it. The storyline, however, 


_ seems to be rich, and the sound and music are 
_ very good. -Ted 


Frankly, I’m sick of the AD&D games and oth- 
ers like them that are little more than fighting a 
lot of stupid hostile monsters and finding 
objects lying all over the place with no rhyme 
or reason. You can go into somebody's place 
and takeawhatevermyou wantewithout them say- 
ing anything about it!? The systems, that these 
games are designed to run.on can handle a lit- 
tle Al. | gu@Ss the creators figure the game 
doesn’t ngeéd one. But if you still like them, 

Menzo is essentially the same with a different 
story and’sétting. The interface is cosmetically 
different, but still works the same way, that is, 
not very well. The real time combat is a pain. 
since it doesn’t even pause while you select a 
spell, and when anybody or anything dies, they 
explode in green blood and a little spot 
remains on the ground. No thanks. -Tasos 
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How to make sure 
your multimedia 


software talks to 
your hardware. 


Read the fine print on today’s game boxes and 
youll see the cautionary words with compatible 
sound card. That’s because today’s hottest games 
demand the PC sound standard—Sound Blaster” 
Without it, you might get zip. No fantastic effects, 
Tha no dramatic music, no true-to-life voices. Nothing. 

— So we ve teamed up with the best game design- 
oO oe . ers to ensure 100% Sound Blaster compatibility. 

, Just flip ahead to the following pages. You'll get a 
| A | ® good look at some of the richest, liveliest, most- 

KS :. oS T have IY realistic games. And when you see the Sound 


Blaster logo, you'll know you aren’t missing a thing. 
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© 1994 Creative Technology Ltd. The Creative Logo and Sound Blaster Logo are registered trademarks and Sound Blaster, Sound Blaster Edutainment CD, Multimedia is Creative, and the Sound Blaster 
Compatibility Logo are trademarks of Creative Technology Ltd. U.S. inquiries: 1-800-998-5227. International inquiries: Creative Technology Ltd., Singapore, TEL 65-773-0233 FAX 65-773-0353. 


Los ANGELES + NUCLEAR 
INFERNO = FUN FOR ALL! 


TRY TO STOP THE TERRORISTS FROM TURNING EVERYONE 
IN L.A. INTO THE TOAST OF THE TOWN. 


A government “Flash Traffic’ message is only 
used in cases of extreme threat to our national 
security, like the situation in this latest game from 
Tsunami and Time Warner Interactive. The DEA 
broke into an apartment on a routine drug bust. 
They ended up finding more than they had expect- 
ed: components used to build a nuclear bomb. 

You play an FBI Special Agent in charge of the 
lead interrogation team and a four-man assault 
team. Along with your partner Special Agent Dave 


| take back all the bad things | said about you. Ok. I'm coming in a 
hallway right now...a room to the right. What should | do? What are 
you gonna do. boss? 


Besides choosing the right question, you must also 
decide on the proper course of action to take. 


Flash Traffic 


by Tsunami 


Game Summary 
A terrorist organization has built a nuclear 
bomb and plans to detonate it in the heart of 
Los Angeles. As an F.B.I. agent, you must 
stop and catch them before they can unleash 


the destruction. 
ITM% 


Overall 
386DX/33+, 4 Mb RAM, VGA 


2x CD-ROM drive 

Sound Blaster and compatibles 
Pro Audio, SoundMaster, Roland 
Controller: Mouse 


Rating: 
Requirements: 


Sound Support: 


Available for: PC and compatible 


Tsunami 

: Time Warner Interactive 

Retail Price: 939.95 
Hard Drive Space: 2 Meg 
No. of Players: : One player 


THE SOFTWARE ROLODEX 
Time Warner Interactive 


2210 West Olive Avenue 
Burbank, CA 91506 
(818) 295-6600 
Fax: (818) 955-6499 
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3. He’s Russian. He deserted from the Soviet army 


When you interrogate a suspect, you'll be presented 
with three questions to ask. 


Sawyer, you must get whatever answers you can 
from two of the terrorists involved to try to locate 
the bomb within twenty-four hours before it’s too 
late. One of them has been exposed to some 
radioactive material and needs help badly, so he 
can be won over with threats. The other will be a 
tougher egg to crack, but he might give in. 

To uncover clues and get closer to the culprits, 
Victor Belinko, a former colonel with the Soviet 
special Forces, and Kim, an expert demolition ter- 
rorist from North Korea, you must choose from 
three courses of action or the right questions to 
ask. If you make a mistake, the interrogation might 
take a little longer, or worse, you might get your 
team caught in a situation they can’t get out of. You 
are calling the shots, and a step in the wrong direc- 
tion might cause the death of one of your team 
members or those of millions of innocent people. 

Flash Traffic: City of Angels contains over 120 
minutes of full-screen, full-motion video. The film 
was written and produced by Hollywood screen- 
writer Chuck Pfarrer, whose movie credits include 
Navy Seals, Darkman and Hard Target. The multi- 
ple, evolving storylines and ever-changing game 
play features required Pfarrer to create a screen- 
play that was three times the length of a regular 
movie script. 


ae 


DER hit a methamphetamine lab downtown atm . they 
serious firefight and took twin casualties. 


Your partner, Special Agent Dave Sawyer, might be 
young, but he’s sharp. Listen to him. 


interface + Playability * Graphics * Sound « Replay Value 
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Flash Traffic is clearly a member of the new 
“multimedia” generation of games. Despite that 
label, it manages to smuggle some quality pro- 
duction and intelligent thought into the mix. 
While not a big fan of digitized video, | have to 
admit that the tullkscreeh images in FT are 
about as well done as | Could hope fer with cur- 
rent technology, All 1h@ performances are 
excellent, if a little lowskey. The plot is as 
believableas techno-thrillerssever get, and car- 
ries with if $0me tension aS well. For a tree- 
branch conversation game, FT supplies some 
intelligent discourse and good choices. 
Unfortunately, the whole plot sputters to a halt 
as the finale is played out in a giant under- 
ground maze devoid of rational analysis 
options, and it does so far too soon. But at this 
price point, FT is a decent option. -Kevin 


_ |Interface « Playability * Graphics * Sound « Replay Value 
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It's another “choose your own adventure” 
game from Tsunami, but with more taste than 


~ their last offering. Flash Traffic has a good sto- 
_ ryline, complete with the gratifying ending of 


Los Angeles going up in a nuclear fireball! Oh, 
wait. . thats what happens tfyyou Jose. Well, 


anyway, the storylines about ihe only thing this 
- game has goingor tt, since i$ nothing more 


than your basié Branching plot with video. 
Really grainy tull-screen video. Although | 
applaud Tsunami’s chutzpah for delivering full- 
screen video without anyone actually asking 
for it, they certainly could have waited until 
there was a viable means of doing this. The 
best method | found for playing the game with- 
out having to concentrate on deciphering the 
action was to sit back about six to eight feet 
from your monitor. -Ted 


interface * Playability * Graphics * Sound * Replay Value 
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Of all the interactive movie CD-ROM titles 
flooding the market, it was a relief to get one 
that had decent actors and good production 
quality. The use of real Hollywood personnel is 
evident. On the software end, the video is very 
pixalized butesmooth. Eventhough the video 
window/is fullscreen, it could De better. The 
storyline iSpintriguing, but lacks that sense of 
suspense and urgency that@would be felt if a 
nuclear bomb is planted.én the middle of your 
city. The actors are too relaxed and seem to 
treat the situation like @ trivial’convenience 
store hold-up. Although the plot is not exactly 
linear, it does have parts that can be skipped 
over and still enable a successful finish to the 
game, which should not be allowed. Overall, 
the game could have been a little longer since 
it took about an hour to finish. -Tasos 


cs 
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BLASTER 


Your clues are hidden in the whispers of floating 
apparitions. Eerie piano music could be a sign of 
danger. Warnings come to you through strange 
murmurs. So, if you want to unravel Old Man 


Stauf’s bizarre secrets, keep your eyes peeled, your 


One by one the guests 
arrive. Then the party 
really starts howling. 


nerves steady, and your ears open. And take this 
hint—make sure you have a Sound Blaster sound 
card. Every bone-chilling shriek, hair-raising 
scream, and breathless gasp in The 7th Guest™ 
seems terrifyingly real when played on a Sound 


Blaster. Forget about getting out alive without one. 


Working together 


for sound compatibility. 


CREATIV™ 


entertainment 


The 7th Guest and Interactive Drama are trademarks of Virgin Games, Inc. Virgin is a registered trademark of Virgin Enterprises Ltd. © 1992 Virgin Games, Inc., and Trilobyte, Inc. All rights reserved. 
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COMPATIBILITY WITHOUT THE 
PERSONAL ADS. 


NATIONAL LAMPOON ENDORSES BLIND DATE FROM 
TRIMARK. ARE YOU MAN ENOUGH TO PLAY? 


Okay guys, you've seen those interactive dating 
scenario CD-ROMs before. They’re all show and no 
go; and just when you think you'll get the big payoff, 
nothing happens. But in a way, isn’t that a 
metaphor for life itself? You get your hopes (and 
something else) up, you get ready for adventure 
and then nothing happens. Well, sometimes things 
do happen, and this time you are in luck. Thanks to 
National Lampoon and Trimark Interactive, you've 
got a Blind Date. 


SAVE GAME 
Oh yeah? Well 
i think! should | my Mom's from | 
Goeasyon | warn you, I've | Minnesota and | : 
ime, mjustan | been playing my Dad's Fat, drunk and take 
1 amateur. pocket pool so pool advantage of 
* since age 12. is in my me. 
blood. 


So, your plan 
is to get me 


Don't - too tacks with y your responses, or Sandi may 
do something interesting with that pool cue. 


Blind Date 


by Trimark Interactive 


Game Summary 
Thanks to D.U.D.S., you’ve been hooked 
up on a blind date with Sandi. She might look 
like a million, but if you aren’t the smooth 
talker you think you.are, she could be sand- 
ing your ego down to size. 


Overall 7 a % 


Double speed CD-ROM, 
8Meg RAM, VGA (PC onl 

Sound Blaster compatible 
PC onl 

Controller: Mouse 


Available for: PC, Macintosh 


Trimark Interactive 


Rating: 


Requirements: 


Sound Support: 


; Trimark Interactive 
Retail Price: $49.95 
Hard Drive Space: 4 Meg (Mac), 2 Meg (PC 


No. of Players: One player 
THE SOFTWARE ROLODEX 


Trimark Interactive 


2644 30th Street 
Santa Monica, CA 90405-3009 
(310) 314-3069 
Fax: (310) 392-8170 
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SAVE GAME 


Diamonds are a girl’s best friend, but Max the bar- 
tender and his alcohol might be yours. 


You've been set up with Sandi by D.U.D.S., 
Dating Unlimited for Desperate Schmucks. Sandi 
looks like quite the knockout, but if you aren't care- 
ful, you'll end up getting Knocked out. You see, 
unlike many of the products of this sort, Trimark 
and National Lampoon have made Sandi more than 
just a beautiful woman in a low-cut dress. If you 
treat her like an object, you'll probably end up get- 
ting hit with an object. 

The idea of the game is to, well, go on a date with 
Sandi and not get clobbered. To avoid this, you'll 
need to flex your wit (no, not what you are thinking!) 
and hopefully show her a good time (again, not 
what you are thinking, you perv). Each time Sandi 
talks to you, you'll have several different possible 
responses. Say something crude and her mood will 
shift negatively. You can watch the mood ring at the 
top left to see how you are doing (blue is good, red 
is bad). 

You'll start off in the pool hall and hopefully 
progress from there (keep your mind out of the gut- 
ter, you slimeball!). You need to keep Sandi happy 
and make sure you don’t run out of bucks, or the 
date will be at an unsatisfactory and immediate 
end. However, if you are the suave and sexy dude 
you think you are (yeah, right), you'll end up as the 
big winner. 


Program Manager - {I'm Really Working) 
Window Help 


File Options 


| dont get pad And! ther i _ 
enough anwey you're tatl (> (ig a | 
3 e 


| arn a Flock Cottin 


With of Without 
Shoes 


Most boss keys let you get away with playing at work. 
If your boss is at all nosy with this one, you're meat. 


| Okay, let’s get the obvious comparison out of. 
the way: Blind Date is superficially similar to. 
__ Man Enough (Tsunami), but the humor is bet- | 
__ ter. Unfortunately, the game is still one of those | 
_ “choose your own adventure”-type games with| 


Leaving aside for the nonce the question of tar- 


get audience for this product (a thought that 
gives me the absolute willies), Blind Date is a 
mediocre and reasonably entertaining product. 
The humor | is usually about what you'd expect! 


amicis’ all you'll) 
need to finish it if you're an experienced| 
gamer. The use of digitized video defines this 
product: it puts a clock on the length and keeps | 
the diversity low, due to a lack of filmed| 
options. It makes an interesting conversation | 
piece, but not much else. 


-Kevin | 


igh, that isn't] 
Warrant this’ 
lugh’s payoff. 
payoff in. 


_ tion is a plus, although some of the hints are | 
_ designed to lead you astray. Just for a laugh, | 

- click the “Boss” button and check out the desk-| 
| top it leaves you with. Blind Date is a good| 
__ start toward righting some wrongs, but it’s not! 
all that good. -Ted 


l’m sure Kevin or Ted (or both) have already | 
made some comparison to Man Enough so I'll) 
spare you. Since it’s a National Lampoon prod-. 
uct | was curious to see what it would be like. | 
What | found were some humorous responses 


Ointed to find was. 
a very small vic about as small as) 


they come, j 


ty. The m twist and 
at least le uldn't resist; | 
see W do to you!) mood. | don't! 


know what good the Boss button is since | 
don’t think too many work stations have CD-| 
ROM drives in them. A wife/girlfriend/respected | 
friend button might be more appropriate. Buy” 
this if you like late night cable movie channel 
T8A films (T&A not included). _ -Tasos | 


Sound 


BLASTER 


SUN 


Destruction looms in the year 2027. Global 
terrorists threaten to capture a doomsday device 
in Cyberia. But you can stop them. Armed with 
your instincts and a Sound Blaster card, you 


experience every detail. Interact with synthetic 3-D 


Ah, the crack 
and sizzle of 
another enemy ship 
turning to toast. 


characters and move in a beautifully rendered 
world. Stunning sound effects and a full musical 
score make every action sequence breathtaking. 
Call it a truly original experience. And with Sound 


Blaster, it’s unlike anything you've ever heard. 


Working together 


for sound compatibility. 


Y CRE A PIVe 
= | 
(i 
GREATIVE LAGS. IN EG. 
MULTIMEDIA IS CREATIVE™ 


© 1994 Xatrix Interactive Design, Inc. All rights reserved. Published and distributed by Interplay Productions, Inc. 
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WATCH OUT FOR THE DUDE 
WITH THE TOASTER HEAD... . 


IN THE ForTRESS OF Dr. RADIAKI, YOU'LL FIND STRANGE 


ROBOTS AND OTHER WEIRD CREATURES IN ABUNDANCE. 


Special agents have interesting lives. You get to 
travel all over the world and interact with interest- 
ing, exciting people of different cultures. And, if 
your assignment calls for it, you get to deal death 
with impunity, deciding who lives and who dies like 
some sort of impartial and all-powerful Sumerian 
deity. So when you got the nod for the latest major 
assignment, you looked forward to it. 

This time, your job is to deal with the threat of Dr. 
Niko Radiaki, the deranged scientist who has the 


Daily World News _ 


| WANIAG HOLDS WORLD 
OSTAGE! 


Radiaki holds the world hostage. For you, it’s just 
another day at the office. 


The Fortress of Dr. Radiaki 


by Merit Studios 


Game Summary 


The twisted Dr. Radiaki is holding the world 
hostage with his new nuclear bomb design. 
You are the only agent capable of stopping 
him. First-person perspective action featuring 


Overall 
386/33 or better (486 rec.), 


8 Meg RAM, VGA, CD-ROM 
Sound Blaster, Pro Audio 
Spectrum, Sound Canvas 

Controller: Keyboard, Mouse 


Available for: PC and compatibles 


Future Vision 


Rating: 


Requirements: 


- Sound Support: 


: Merit Software 
Retail Price: $59.95 


Hard Drive Space: 35 Meg 


THE SOFTWARE ROLODEX 
Merit Studios 


13707 Gamma Road 
Dallas, TX 75244 
For orders: (800) 238-4277 
Fax: (214) 385-8205 
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Guard with cigars will try to keep you from progress- 
ing. Kill ‘em all and let Radiaki sort ‘em out 


capabilities of creating a nuclear bomb. He's also 
just nuts enough to use it. Naturally, you need to 
stop him from going through with this fiendish plot. 
The government has offered to drop you in using 
the latest of their discovered UFOs, but you 
decline, preferring to be shot nude out of the torpe- 
do tube of a sub, armed only with a baseball bat. 
As you might guess, this game does not take itself 
overly seriously. 

As you progress through the levels of Radiaki’s 
castle, you will discover ammunition, health and 
other weapons to assist you. You will also come 
across the assorted minions of the insane doctor. 
Regular soldiers and ninjas will be tame compared 
with the toaster-headed robotic entities and metallic 
Suits of animated samurai armor. This all culmi- 
nates in your encounter with the twisted and mutat- 
ed genius himself. 

The Fortress of Dr. Radiaki includes a mouse or 
keyboard driven interface that will be familiar to 
gamers, although the keys are somewhat different 
than those used in Doom and Doom Il. Highly- 
detailed, smoothly flowing graphics are featured. 
The Fortress of Dr. Radiaki may not be suitable for 
younger players, both because of the level of vio- 
lence and the presence of health-giving syringes on 
each of the 15 levels. 


In the sewers, you'll find giant, mutant rats, or are they 
humans mutated to look like rats? 


Interface * Playability * Graphics * Sound * Replay Value 


41 So 8&3 8&9 31 


Most Doom clones have a certain slant on the 
whole 3-D shooter thing, some concept or trick 
to draw in players. For Radiaki, it’s humor. But 
all the one-liners and toasterheaded robots in 
the world can’t save this dismal attempt at 
entertainment. Foremost amongst its sins is 
the control Scheme. The designers didn't 
decide/to justtignore the familiar Doom con- 
trols; Ahey actively work against them by rear- 
ranging them. Precision guntire|is impossible 
due to horrific turning abilities, and there is no 
Slide/strafe option (a fatal mistake). Add in the 
worst automap I’ve ever seen, and you've got 
a game to stay away from. Radiaki has good 
points—the sound is a step beyond the norm 
for this sort of game, for example—but there's 
no sense digging through a compost heap 
looking for a couple of pennies. -Kevin 


_ |lnterface * Playability * Graphics * Sound * Replay Value 


AD). iC CS CY 


The humor in this game is right on the money, 
but the game itself requires a major overhaul. 
While the graphics are good, the sprites for the 
walls are abysmally clipped; | kept having to 
back up in order to get myself “unhung” from 
them. The interface is the biggest disappoint- 
ment, though. As long as you're going to try to 
make a Doom--esque gamepwhy bother 
rewriting the interface? TFODR uses the 
Control key to open doorsy.the Shift key to fire, 
and there is no Way to strafe. Just what the 
heck were they thinking?! Strafing is the most 
effective way to see around corners; having to 
walk forward and then turn, all while you're 
being fired upon, is just a bit too stupid. The 
automap also requires work; Doom’s automap 
merely required you to look at a wall; this 
requires you to walk near it. Evil. -Ted 


Interface + Playability * Graphics « Sound « Replay Value 
78 63 Go 30 66 


It will never cease to amaze me when game 
companies want to cash in on the Doom craze 
and create a product that is missing many of 
the elements that made Doom so popular. 
Dr.R has good graphics in an interesting set- 
ting withdecent'Scrolling.«.ButyNinja enemies, 
for example, will throw/Stars at you which you 
can see approaching, but you can’t dodge 
them because there IS no strating move! 
Remember STRAFING, the maneuver that 
allows you to poke around corners and 
DODGE and AIM properly, Some things impor- 
tant to a game like this? Without it, your best 
tactic is running up to a foe with a sword since 
it takes only two swings versus four or five gun 
shots to kill them, or else let them chase you 
and then wait for them around a corner and 
hack away. Boy! What fun! -Tasos 


Armored warriors ride the wings of flying dragons. 
Trolls devise a surprise attack. To survive, you'll 
need to stay alert. And have a Sound Blaster sound 


card. In Dragon Lore, every nuance of battle comes 


Between the 
roaring dragon and 
the screeching trolls, 
you can hardly hear 
yourself think. 


to life with synchronized speech and sound effects. 


Bones crumble beneath your broadsword. A 


flailing mace rips through chainmail. And you 


hear it all with Sound Blaster. Just think of it as 


your most important weapon. 


Working together 
for sound compatibility. 
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CREATIVE 
MINDSCAPE 


formerly 
THE SOFTWARE TOOLWORKS 


BLASTER’ 


© 1994 Cryo Interactive Entertainment. © 1994 The Software Toolworks, Inc. All rights reserved. 


AT THE CENTER OF THE 
TOWN LIES MADNESS. . . 


ECSTATICA FEATURES NEW ELLIPSOID TECHNOLOGY ALONG 


WITH A DEVIOUS PLOT. 


Your journey started out well. It was a nice day, 
the sun was shining and everything seemed right 
with the world. In fact, it was such a nice day that 
you decided to take a swim in a waterfall you hap- 
pened by. Perhaps you stayed a bit long, for when 
you got out of the water, it was much closer to sun- 
set than you had hoped, and you were still some 
distance from shelter. 

Setting a more demanding pace, you drove your 
horse to near its breaking point. Thankfully, you 


Ecstatica uses ellipsoidal shapes rather than harsher 
polygons to achieve a more rounded and natural look. 


Ecstatica 
by Psygnosis 


Game Summary 


The dreams of young Ecstatica are caus- 
ing serious trouble in the village of Tirich. 
You have stumbled upon this town, and it 
has fallen to you to discover the secret of the 
girl's dreams and rescue the townspeople. 


Overall 69% 


CD-ROM, 4Meg RAM, VGA, 


Rating: 


Requirements: 


Sound Support: Sound Blaster and compatibles 


Controller: Keyboard 


Available for. PC and compatibles 


Sony Imagesotft 


Retail Price: 959.95 


10 Meg 
One player 


THE SOFTWARE RROLODEX 
Psygnosis 


Hard Drive Space: 
No. of Players: 


675 Massachusetts Ave. 
Cambridge, MA 02139 
Tech support (617) 497-7794 
Fax: (617) 497-6759 
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As dusk falls, you ride alone and unsuspecting into a 
town beset by the supernatural. 


happened upon a small hamlet. Relieved, you 
headed in, only to be disturbed by a sense that 
something was wrong. There were no people here, 
no sounds of life, and yet you had the distinct feel- 
ing that you were being watched. . . 

Welcome to the village of Tirich, currently under 
the spell of supernatural forces of massive propor- 
tions. The evil has manifested itself as an infesta- 
tion of demons and other dire and dangerous crea- 
tures. Ecstatica, a young girl, lies in a trance-like 
state at the center of this waking nightmare. The 
current state of the village has been caused by her. 
You are the only chance the town and Ecstatica 
have of surviving this horror. The path you must 
travel will not be an easy one. 

Ecstatica is the first game to feature ellipsoid 
technology, which allows the characters in the 
game to move and act more like a real person. 
Since the figures are not made of blocky polygons 
but rather ellipsoids (hence the name), they move 
more fluidly. For instance, characters don't simply 
bend at the waist to pick something up—they bend 
and move more like a living person. Game play 
style is similar to the Alone in the Dark games, with 
the player having complete control over every 
action and movement of the character on the com- 
puter screen. 


It would appear that one of the weird denizens of this 
nightmare has bested you. 


interface * Playability * Graphics * Sound » Replay Value 
63 64 91 76 50 


Ecstatica is a visually intense, narratively inter- 
esting game that suffers from a horrendous’ 
control scheme. Remember the Alone in the 
Dark series? Remember how frustrating com- 
bat could be when you don’t have everything 
lined up juuuuust right? This 1s far, far worse. 
Combat is a neareonstant, @Specially at the: 
beginning, and many times the creatures you 
best get right baek up a few'minutes later. The 
camera anglé Ghanges are visually arresting, 
true, but algo jarring and unexpected. 
Interactions with the environment are sadly 
lacking in depth and flavor (consisting mostly 
of picking things up). The ovoid nature of the 
graphics isn’t much of an improvement—it's 
simply a different method of making things look 
weird. There’s a good game here, lurking 
behind an unfinished interface. -Kevin 


linterface « Playability « Graphics * Sound * Replay Value 


66 51 93 93 20 


_ Could somebody give me depth of character, 
_ please? | dislike this game because it doesn't 
give you enough to go on: you have very little 
personal identity, you get the bejeezus beat 
_ out of you every three minutes by people you 
_ don’t know,aind whose motivations are unclear, 
and you gant begin to get a clear concept of 
_ the game's plotor storyline beCause you're in a 
_ constant battle to Save youf butt. And there’s 
no help from anything as simple as a manual: 
there isn’t one. Instead, you get a poster with 
what reads liké a bad short story by an angst- 
ridden teenager, replete with reprehensively 
_ poor poetry. On the other hand, | really liked 
_ the graphics, the sound and the music. The 
problem is that the game completely ignores 
the basics: control and gameplay are poor, and 

 enjoyability is nonexistent. -Ted 


interface * Playability » Graphics « Sound ¢ Replay Value 
6S 56 8 Sf 
We've seen enough Doom spin-offs, how's 
about an Alone In The Dark clone. Ecstatica 
succeeds in giving you plenty of camera 
angles for a diversity in perspective. You'll see: 
the action from a worm’s point of view, then as 
a birdyperchedsatop one ofgthepbuildings. The 
problem ts that there are more camera angles 
than even the/Superbowl, and the Switching is 
practically constant. You might enter a small 
shack and/you’ll see yourself three of four dif- 
ferent ways by the time you Walk from one end 
of it to the other. It wouldn't’be so bad if you 
didn’t have to fight or run away from an attack- 
er all the time. First you have to try to see if 
you are in the proper position to hit your 
assailant, then if he hits, you might be pushed 
back into another camera shot, not very con- 
ducive to an action-oriented game. -Tasos 


DREAM 


OF A 


PERFECT 


GAME. 


THE REST 


OF US 


JUST 


: | BUY IT. 


So, you want a perfect game. Get Hardball 4. Get cutting-edge graphics that are incredibly real. 


We're talking about wake-the-neighbors-and-call-your-friends kind of real. Get stat compilation 


that would make any sports bureau envious. Get all 28 stadiums with different altitude, field, and 
wind conditions. Throw in an add-on disk with over 700 major league players. And you've gota 


masterful gem that compelled Computer Entertainment News to label it One of 1994's Ten Best 


Games. Now, to get a perfect game you don’t have to be in the zone. Just the right software store. 


‘ Hardball 4 is a trademark of Accolade, Inc. ©1994. Accolade is an official licensee of the Major League Baseball Players Association. OMLBPA MSA. The Sport Accolade logo and Sport Accolade are trademarks of Accolade, Inc. All rights reserved. 


ATTENTION LUDDITES: MAN 
YOUR BATTLESTATIONS. 


FUNNY HOW SENTIENT COMPUTERS ALWAYS GO ON 
HOMICIDAL RAMPAGES, ISN’T IT? 


By now, you know the story; you've heard it all 
before. Mankind settles the vastness of space, 
dependent on an astonishing variety of machines 
for basic survival purposes. Not content to leave 
well enough alone, humanity creates intelligent 
computers to run the various functions that we've 
become too lazy to do ourselves. Of course the 
computers decide that we are an unnecessary ele- 
ment in the essential equation and elect them- 
selves to put us out of their misery. 


o 
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Vicious bosses await at the end of each sub-level. Find 
their Achilles’ heel to beat them. 


Novastorm 
by Psygnosis 


Game Summary 
Another supercomputer has gotten too big 
for its britches—go forth and blow it away. 
Shoot lots of things from the chase plane 
perspective, and watch the pretty explosions 


Overall 
486 or faster, VGA 


4 Meg RAM, CD ROM 
Sound Blaster 

and compatibles 
Controller: Keyboard, Joystick 


Available for: PC and compatibles 


Sony Electronic Publishing 


Rating: 


Requirements: 


Sound Support: 


Retail Price: 


Hard Drive Space: 0 Meg (config file onl 


No. of Players: One player 


THE SOFTWARE RROLODEX 
Psygnosis Limited 
U.S. Office 
675 Massachusetts Avenue 
Cambridge, MA 02139 
(617) 497-7794 
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Cinematic cutscenes are seamlessly interlaced with 
the various stages of the game. 


All this is just background for Novastorm, a chase 
plane perspective trench shooter filled with 
mechanical things going boom. Shooters these 
days seem to be getting more and more lavish with 
their introductions and plot setups (not to mention 
justification for the massive amounts of carnage 
that they contain), and Novastorm is no exception. 
Mankind’s very existence is on the line, we're all 
counting on you, so buck up, little camper, etc, etc. 

Actual game play Is a familiar exercise to anyone 
skilled at the various types of shooters. Flights of 
enemies swirl into view from the sides, the front, or 
even the rear of the player’s craft, all intent on 
blowing our hero out of the seething skies. 
Periodically, when enough hostile terrain has been 
overcome, a boss enemy appears. Each boss has 
a specific motif and method of attack; all have only 
a limited area of vulnerability as well. To help the 
player against these overwhelming foes, a series of 
power-ups can be earned, subject to player prefer- 
ence and available credit. Four distinct worlds lie 
between our hero and humanity’s salvation. 

Novastorm belongs to the newest generation of 
CD-ROM games that feature smooth graphics and 
game play while reading all data off the CD. It 
leaves only a small config file on the hard drive, 
and even that can be ignored at the user's request. 


je aon | 4 oo00G301 ¥ i. - SS 
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Your Scavenger-4 craft will have to roll, bank and twist 
through caverns at high speeds to avoid the machines. 


interface + Playability + Graphics * Sound » Replay Value 


80 82 93 88 6 


From a sheer technological standpoint, 
Novastorm stuns me. On our 486/66, no hesi- 
tation is evident on the cut-scene quality 
graphics that are read directly off the CD. The 
last thing a shooter can afford to do is hesitate 
or jerk,<a@nd there’s nary a hint of it from 
Novastorm. Once we put the technological 
wonderandebehind us, though, some flaws 
becomé apparent, | prefer my shooters fast 
and furious beyond the physical ability of the 
observer to perceive; this is a/gslower-paced 
trench runner a la Rebel Assault. The chase- 
plane view also leaves me cold, screening out 
all hope of visceral and intense combats. The 
bosses deserve praise, however; some are 
very very nasty, and most are innovative. If you 
want to see what the CD revolution will some- 
day mean, look at Novastorm. -Kevin 


interface * Playability * Graphics * Sound « Replay Value 


9 2 36 %& 36 


| could simply blow Novastorm off as “just 
another shooter,” but that wouldn’t be doing it 
justice. | checked this game out on our 
Pentium after watching Kevin play it on our 
486. The visuals are positively stunning, con- 
sidering thattheagame is. sunning, entirely from 
the CDi There wete no glitches, no stutters, 
nothing: Themusic is strictlyareade fare, albeit 
CD-quality arcade, fareg The control scheme 
panders to, both the PC gaming crowd and the 
console: gaming crowd; there are settings for 
both pilot (pulling back on the Stick moves you 
up) and arcade (pushing up moves you up). 
The bosses can be big and nasty, particularly 
the ones who can get out of your line of fire by 
moving to the extreme edges of the screen. It's 
pure arcade fun, and it’s a great way to take a 


break. -Ted 


interface * Playability * Graphics * Sound « Replay Value 


6S 06 3 86 89 


Novastorm is a pure arcade shooter. The story 
is simple (save humanity) and you can't save 
your game. But the graphics are as good if not 
better than anything on a coin-op machine. In 
fact, they are absolutely spectacular—not just 
in cut sceneswand intro sequences, but in the 
game. This is the real arcade experience, not 
some PC representation of one, at least for the 
most part. Unfortunately, where Novastorm is 
lacking is in playability. As you’ move your ship 
on the Sereéniin a kind of chase’view, it has a 
fade or drifting effect when it’changes direction 
slowing down your own quick reflexes. Also, 
your shots fire at the middle of the screen so 
that targets on the periphery cannot be hit. 
Still, it is not unplayable and the method for 
getting power-ups, as well as some other fea- 
tures, give it good merits. -Tasos 


© 1994 Krisalis Software LTD., Soccer Kid is a Registered Trademark of Krisalis Software uD. All Rights Rand 
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Oh no! An evil alien spaceship has stolen soccer’s World Cup and 
scattered it around the world in five pieces! Without the cup, 
there can be no World Championships this year. But don’t lose 
hope, Soccer Kid’s on the case. Wearing his favorite team col- 
ors and armed with his trusty soccer ball, Soccer Kid sets out 
on a perilous journey that takes him through five countries 
filled with dangers and pitfalls. He faces over 30 levels of 
fearful enemies whose goal is to rid the world of his favorite 
sport: Soccer. Help Soccer Kid travel around the world to 
piece together the world cup in time for the World 
Championship. 


¥V Collect the 5 World Cup Pieces and save the 
soccer World Championship. 
V 256-color VGA graphics 
V Fast arcade action and entertaining soundtrack 
Vv Over 30 levels of gameplay 
¥ Travel the streets of Japan, the U.S.S.R., 
England, the U.S.A. and Italy 


For more information and availability call: 


1-800-334-6572 


. Z 2 
interactive software} J.().P,, 201 Bellevue Building, Newark, DE 19702 


© 1994 MicroLeague Interactive Software. - 


WATCH 90 FEET OF STEEL 
TRY TO DO A JUMP KICK. 


GREASE SPLATTERS ON THE ARENA WALL AS TONS OF STEEL 
CLASH OVER RULING RIGHTS FOR GANYMEDE. 


In the year 2097, governments are merely the 
puppets of large corporations, and no corporation is 
more powerful that World Aeronautics and Robotics 
(WAR). Mankind has left the cradle of Earth due 
entirely to the robotic technologies developed by 
WAR. The most valuable application is that of 
HARs, human-assisted robots. A human can inter- 
face with a distant robot and control all its actions 
as quickly and easily as if its limbs were his own. 
This made dangerous industrial jobs and haz- 
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With an enormous bankroll, Marissa begins to cus- 
tomize all aspects of her Thorn, including color. 


One Must Fall 2097 


by Epic Megagames 


Game Summary 
Eleven models of gigantic robots battle for 
money, honor and glory in a series of deadly 
arenas. Show off your skills in the arcade 
mode or build the perfect combat machine 
through tournament play. 


Overall 


89% 


Rating: 
Requirements: 386 (486 recommended) 
VGA, 4 Meg RAM 

Sound Blaster 

and major compatibles 
Keyboard, Joystick, Gamepad 


Sound Support: 


Controller: 


Available for PC and compatibles 


No. of Players: 


THE SOFTWARE ROLODEX 
Epic Megagames 
3204 Tower Oaks Blvd 
Suite 410 
Rockville, MD 20852 
(800) 972-7434 
70007.1631 @compuserve.com 


1-2 Players 
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Eleven different robots battle in five different arenas. 
Here, Raven's Katana takes the air against Crystal. 


ardous space travel feasible. For years now, the 
various types of robots have been used for hostile 
purposes occasionally; but now, WAR has decided 
to turn combat between the HARs into a spectator 
sport, with promotions in WAR and eventually, the 
governership of Ganymede as prizes. 

One Must Fall is an arcade-style fighting game in 
the vein of Street Fighter I! or Mortal Kombat. It 
operates in two modes: arcade or tournament play. 
One or two players can choose one of the ten char- 
acters and match them to one of the eleven robot 
types and simply battle for points through a series 
of escalating matches. In tournament mode, how- 
ever, a single player creates a new character and 
begins working up through the ranks of a major 
tournament. Every win brings a cash prize, which is 
used to customize the robot according to the play- 
er’s fighting style. OMF has four tournaments, each 
of which has at least ten tiers and thus ten oppo- 
nents to battle. 

Each robot has its own special moves, and each 
pilot has a different personality, so few matches will 
seem similar. Five arenas liven the action as well, 
some featuring electrified walls or stabbing spikes. 

OMF is available in a shareware version, contain- 
ing 4 robots, 1 arena, 5 pilots and 1 tournament. 
The version reviewed is the complete version. 


Fogel was Iookiog good, this 
Bvening. Ker Shadow Jett the 
Jtadiun with solues tew Stars 
feon her overcnatched. spponent. 


After every title bout, viciously honest newscasters 
dissect the action, including final blow snapshots. 


[interface « Playability * Graphics * Sound * Replay Value 


S/ 692: 94 CGC 


OMF is the best fighting game available on the 
PC, bar none; it’s fast, furious and fun above 
and beyond the call of duty. For sheer speed 
and graphical beauty, it stands above many of 
its counterparts. But the depth of play is! 
unprecedénted ima ‘mere’ fighting,.game. The 
ability to tailora robot to your Own fighting! 
style, Gown to.the color, will keép the game. 
fresh threugh many repetitions of the tourna- 
ments. The wariety of opponents,and the lethal 
nature of some of the arenas makes for a dif- 
ferent fight every time; the Al is occasionally 
poor, but rarely is it a pushover. The newscast- 
er breakdown of the fight, while admittedly fluff, 
enhances the sports-like feel of the game. Best: 
of all, you can try it out for free. If you’ve ever 
enjoyed fighting games on other platforms, you 
owe it to yourself to look atOMF.  -Kevin | 


Interface * Playability * Graphics * Sound * Replay Value 


92 90 90 32... 39 


This fast-paced game is one of the better fight- 
ers that I’ve seen. Each of the robots has abili-) 
ties and disabilities that allow the player to) 
develop certain styles of play; one of the best! 
things about OMF is that the game doesn't 
force youdnitolainew desigflif'you, are just get- | 
ting comfortable with the one you're in. The 
upgrades asesstraightforward; rather than) 
expecting you to Know the difference between 
a Whatsis Plasma Cannon and a Hoozitz. 
Pulse Grenade Launcher/(as is the case in. 
some other games |’ve seen), you either 
improve the speed of your ‘bot or you train. | 
The control scheme is a simple combination of| 
general and special moves, and the joystick | 
routines are well implemented. The arenas you 
must fight in are added icing, since they can be} 
as lethal as your opponents. -Ted 


Interface * Playability * Graphics * Sound » Replay Value 


37... 92 BCG 


Although Mortal Kombat and Street Fighter’ 
raised a ruckus for their graphic battles, OMF 
is just about as good a fighting game without 
the blood and guts. In fact the creators, Rob 
and Ryan Elam, state their non-violent (mean- 
ing non-graphie»violent) intentein, the manual. 
There may not be as many moves since it is 
designed for.awo button joystick, but it does 
use theull extent available. The simplicity 
might even be appealing to some; button A 
punches, butt6n B kicks, then just move the 
joystick in any of the eight directions to execute 
a strike. The different fighting arenas can 
change your strategy in a battle as you can 
use its particular hazards for your own benefit. 
The Simulator is a great idea since you can 
prepare for each opponent before you lose and 
are forced to end your career early. -Tasos 


— — 


Roll against history’s greatest! 


With immigrants pouring in, America is poised for explosive west- 
ward growth. Magnates famed for their greed and business acumen 
rush to cash in. Can you handle the challenge? 

Lay track, build stations, purchase trains, and manipulate stocks 
to build an empire of iron and steel. History’s greatest Robber 
Barons will try to stop you by undercutting your lines and buying 
out your stock. Your only weapons are money and trains. Will 
your empire succeed or fall under the wheels of the competitionP 


rough the competition! 


Actual screens may vary 


. The Avalon Hill ——— CD ROM COMING SOON 
ee ie Available on: PC Compatibles, 386 or better, 4 MB of Ram, 3.5” High 
Come Game Company gore Density Floppy, Mouse, VGA color graphics. Sound Support for Sound 
beod <7 _ DIVISION OF MONARCH AVALON, INC. 2 Blaster AW32, Sound Blaster 16, Sound Blaster Pro and Compatibles, 

bus 4517 Harford Road Baltimore, MD 21214 Pro Audio Spectrum and Roland. 


1830: Railroads & Robber Barons can be found in computer game stores near you. For order 
information or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. CGR 1 


KICK THE CAN OF A CYBRID 
FOE TO SAVE HUMANITY. 


DYNAMIX PUTS YOU IN CONTROL OF A HERCULAN 
MACHINE BATTLING AGAINST THE OVERTHROW. 


Like most advancements in technology, it doesn’t 
take long before the war-mongers of the world will 
adapt its use for death and destruction. The race to 
create the first true artificial intelligence ended on 
November 29, 2471, at precisely 1830 hours, after 
decades of research by different factions. Project: 
Prometheus used the first Al processor with neural 
connections mapped to a wholly biological model. 
The prototype was the first cybernetic-hybrid 
machine, or Cybrid, and was voracious for knowl- 


7 x ag <i 


Don't bring your HERC back from a mission to beat up or 
the repairman will not be too happy. 


Metaltech: EarthSiege 


by Dynamix 


Game Summary 
_ Pilot your HERC in battle against the 
Cybrids in an effort to snuff out the 
Overthrow, an offensive to take over the 
planet. Collect their advanced weaponry and 
technology to better the odds. 


Overall 87 % 


386DX33, 4MB RAM, VGA 
Memory Manag 

Sound Blaster and compatibles 

Pro Audio, General MIDI 

Joystick, Mouse or Keyboard 


Rating: 


Requirements: 
Sound Support: 


Controller: 


Available for: PC and compatibles 


Sierra On-Line 


Retail Price: 959.95 


Hard Drive Space: 23 Mec 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Sierra On-Line 


P.O. Box 53250 
Bellevue, WA 98015-3250 
(800) 757-7707 
Fax: (206) 562-4223 
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Before every mission, your commander will give you 
the details of the coming action. 


edge. The Cybrids presented long-sought-after 
benefits to humans by taking on jobs that were diffi- 
cult or dangerous for them. 

The military saw a better use for them. The first 
HERCULAN fighting vehicles, or “HERCs,” began 
to pop up on military bases around the world. But 
the Cybrids and HERCs were astronomically 
expensive to build, requiring a vast expenditure of 
precious resources that had long been exhausted 
on Earth. Any organization that did not have one 
could not survive, and small covert battles were 
Started to crush the ones who were lacking. 

Soon these battles grew in number and size and 
were no longer hidden. As the conflict escalated, it 
went nuclear and the body count reached into the 
billions. Observing the destruction, the Cybrid 
Prometheus waited for the right moment, and then 
began the Overthrow as the Cybrids concluded that 
they were the only fit masters of their collective 
destiny. 

As a pilot for the human Resistance, you will be 
greatly outnumbered and outclassed, but must fight 
for the relentless pursuit to free humanity from cer- 
tain destruction by the Overthrow. Your training will 
be on the battlefield since pilots are scarce and 
time is short. To survive, know the HERCs well and 
the enemy better. 


The cockpit layout will change from one HERC to anoth- 
er, but the basic function stays the same. 


interface + Playability * Graphics + Sound » Replay Value — 


Once you get the hang of EarthSiege’s con-| 
_ trols, you'll be hard-pressed to stop playing it.| 
_ The missions get progressively harder, but! 
~ more on a geometric scale than a linear scale. | 
_ For those who simply want a quick run-around-| 
' _ and-kill-evensthifigin-sight’Game, you can opt! 
— for the “Instant Action’, game; those who want} 
_ ataste of the,actual missions ean play through | 
(or practic6) MOSt OF the missions you'd get) 
_ from running thé “Career” campaign. The only 
_. thing | think Dynamix did wrong here was that. 
_ they failed to include varying skill levels for the! 
__ campaign. While this probably isn’t going to. 
- cause anybody severe trauma, since you'll 
j _ eventually figure out the best way to run a mis-} 


I've been a big fan of the Battletech board) 
game for many years; I’ve also enjoyed the sili- | 
con conversions of years past. It was with} 
great pain, therefore, that | was driven away 
screaming after my first session with this: 
game. lis@@raphics are stunning, to say the) 
least. The Campaign is varied enough to keep} 
things Interesting, and the’Single mission} 
option adds enormous replay valle. But the! 
control Scheme, whilé ambitious, is nearly) 
impossib¥é 10 master unless Several hours are} 
spent dying repeatedly. The In-mission infor-| 
mation screens, many of which are critical, are 
funnelled through a single MFD, forcing the} 
player to make a difficult choice. With an inter- 
face overhaul, this could have been game of} 
the year. As is, it’s enjoyable action for those | 
with the patience of Job. -Kevin | 


84 89 98 ee Se 


sion, it would have been nice to see. And, 


7 while you probably can run the game on a 386, 


why would you want to? -Ted 


The first place | tried this kind of combat was 
on GEnie in Battletech. | don’t play anymore, | 
but | remember the battles being a bit more 
exciting. | found myself getting beat-up a lot in| 
ES, as | was so outnumbered all the time on 
solo missionsmAlthough theslearnming curve for: 
the control scheme is pretty gradual, it is not 
too mu@h more than many popular flight sims. 
The part | had the,most troublewwith was keep- 
ing track Of the Cybrids They are pretty smart: 
and us@ a tactic of running circleS around you 
while firing. Since your turret Only spins 90) 
degrees to either side, you have to reposition’ 
the entire HERC to keep your opponent in your} 
sight. Some key assignments that would move 
the turret—say 30 degrees either way—might 
have helped the problem. Give ES high merits 
for a great friendly andenemyAl.  -Tasos_ 
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It's Autumn, it’s Sunday, it’s the NFL. While morn- 
ings might be devoted to things spiritual, the day of 
rest for divine beings is the day for animalistic 
behavior, graceful displays of athleticism and cun- 
ning strategy for the guys of the gridiron. A week's 
worth of physical preparation and mental focus are 
channeled into one afternoon or evening of play for 
boys dressed-up as men. 


FPS Football Pro *95 
by Dynamix 


Game Summary 
Take charge of your favorite NFL team to 
whatever extent you choose and run the 
entire 1995 season with complete player ros- 


386/33+, 4Mb RAM, VGA 
Expanded Memo 

Sound Blaster and compatibles 

General Midi, Roland 

Joystick, Keyboard or Mouse 

PC and compatibles 

Dynamix 

Sierra On-Line 

$69.95 

14 Meg 

One or Two players 


Overall 


Rating: 


Requirements: 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 


Sierra On-Line 


P.O. Box 85007 
Bellevue, WA 98015-8507 
800-SIERRA-5 
Fax: (206) 562-4223 


COMPUTER GAME REVIEW 


HE TAKES THE BALL AT THE 
FIVE!. . OUCH, THAT HURT. 


IT’s THE NFL’s 75TH ANNIVERSARY, AND YOU CAN TAKE 
PART IN THE FUN (THROWBACK UNIFORMS NOT INCLUDED.) 


Take a seat in a comfy sky box and sit back as an 
owner, or give commands down to the sidelines. 


For the fans, the preparation might not be as 
involved, but the emotions can run just as high. 
Instead of wrapping body parts in white tape, thick 
mitts are wrapped around hot dogs and beers; 
instead of polished helmets and chin straps, parka 
hoods and ball caps are pulled down to ward of a 
crisp breeze. It's almost game time, and the Lazy- 
Boy is positioned, the sub is stacked high and the 
remote is set to flip between games. 

To many football fans, the extent of their partici- 
pation in their favorite team’s game that day is to 
scream at the top of their lungs down at the field, or 
much less effective, at an uncaring TV. Theories 
and criticisms spout out of their mouths in a hap- 
less effort to affect the coaching staff's decision 
making. 


But fans can put their preaching to the test using 
the same players against the same opponents with 
mostly similar abilities in Front Page Sports 
Football Pro ‘95, and you don’t even have to wait 
until Sunday. The complete team rosters for all 
twenty-eight NFL teams includes all the 1994/95 
NFLPA players and their stats. 

Not only are all of the players here but the new 
rule changes are as well. Go for the two-point con- 
version to make up for that missed PAT. You also 
might want to think twice about trying field goals 
over forty yards. Kickoffs from the thirty-yard line 
create a lot more returns. 

It's up to you how much you want to delve into 
the operation of the team you choose to own. As 
the general manager, you can trade and draft play- 
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Start your own league with all new players and help 
make football an international sport. 


The referees will call the game as best as they can, so 
don't yell at them. They can't hear you anyway. 


ers, and then watch the game from a luxurious sky 
box, or go in and make changes to the Coach’s 
profile that will affect what plays he will call in cer- 
tain situations and moments in the game. 

If you think you can coach, you can scout other 
teams, create plays from scratch in the Play Editor, 
Substitute players and more. Watch how the guys 
on the field perform with the instant replay from just 
about any angle and location. The CAMS (Camera 
Angle Management System) can also be altered 
during the game as well. If that’s not enough 
involvement for you, grab hold of a joystick and 
control any of the players on the field at any time. 
You better go to the practice field first and work out 


Expect showboating, even from these computer guys 
after a touchdown; it’s the NFL way. 


some plays against any defensive line-up or try to 
get to the quarterback on the other side of the ball. 

some enhancements are an improved Al, and a 
greater range and access to statistical information 
for the players and the team. You can even change 
the formulas used for the players’ ratings. Like a 
database, you can sort the players by any ability 
and see who's best before offering them to sign on. 
At the end of the season, the best are honored by 
playing in the Pro Bowl. 


Replays can be viewed from just about any perspec- 
tive, even the nose-bleed seats. 


Interface « 

86 3 
Forget Bo. Dynamix knows sports. The origi- 
nal FPS:Football broke my every expectation 
of what a PC sports game was capable of. 
While | have never been a sports fan, | discov- 
ered that | could quickly get addicted to man- 
aging a sports team—viewing it as an odd sort 
of strategy/builder. That’s what Dynamix deliv 
ers to me: the sense of building a team and 
leading it through the seasons. FRSsEP96 
makes no pretenses at being anything other 
than an upgrade; but the package it upgrades 
is one of the best sports games ever released 
on the PC. This is an opportunity for newer 
computer gamers to get into the FPS fold, and 
a chance for the old boys to see what advan- 
tage modern technology could add to the FPS 
experience. | have never tried and never 
intend to try to control the players myself; thus 


Playability 
82 


Interface 
ree 
Although | can recognize the elegance of this 
game and the excellence with which it was 
programmed, | garnered no joy from playing 
with it. Even the playbook editor, a standard 
football simulator item that | usually have quite 
a bit of fun with, could not bring me_out of my 
reverie of boredom. | think the graphics are 
well-suited to the level of play and the soundis 
good, if limited, but | couldn't bring myself to 
drag my mind through the sheer drudgery of 
what, to me, is little more than a college statis- 
tics course. Statisticians will tell you of the 
beauty of mathematical truth, how averages 
and means can be used to predict an entire 
season, and the team with the worst players, 
Statistically, can still go on to win the Super 
bowl. There is simply no effective way to boil 
down all the random elements of chance; if 


Playability 
50 


Interface ¢ Playability « 
9h a 87 
When the original Football Pro came out, a 
regular place for me on game days and nights 
was in front of my computer with an NFL game 
on the TV behind me. It was all | could do to 
satisfy my jones. A good sports game starts 
with a great Al and the FPS team has been 
successful with theirs. First and foremost the 
players on the field must do what i$ expected 
of them, namely, carry out their assignments 
and play like, well, a football player. Mistakes 
are a necessary part of the realism and are 
probably the hardest part of building the Al. 
The Football Pro maintains a good balance. 
Seldom will you find a defender not reacting to 
an approaching back or not in his proper posi- 
tion. Next, the computer-controlled players 
need to make at least logical and hopefully 
creative decisions. The FPS team does well 


Graphics e 
91 


Graphics ° 


Graphics ° 
9 


Sound e 
83 
| cannot comment on putative upgrades to those 
systems. What | can comment on is building a 
team (and a league) from absolute scratch, con- 
trolling every aspect of the team from spring train- 
ing drills to the depth chart. Had | the time, | could 
customize every element of my team, including 
multiple playbooks to use against different teams. 
In this 1§ my single complaint with the game: 
unless yOU fake the time to customize your play- 
bookgyour team will suffer. The standard playbook 
is(S@0Up for a certain kind of team; you'll have to 
Create One that maximizes your advantages or 
lose lots of games. It’s not a question of a learning 
curve; it's a question of available time. FPS:FP95 
will return every hour that is invested in this sort of 
activity, however; it's a process of getting to know 
your team better. If you like football in any sense, 
you owe it to yourself to see this game. -Kevin 


Replay Value 
94 


Sound e¢ Replay Value 
80 95 
you could, Las Vegas would be out of business. 
Coaching a team in FPSFP985 is the absolute pits, 
since football is such a physical sport; | would 
rather have my hands in the mud on the field than 
sit on the sidelines agonizing over what play to 
send in next, Unfortunately, actually controlling the 
players 1S NO better, since you still can’t count on 
the players you don’t control to exercise any sort 
Of free will Or intelligence. The interface is uniquely 
unsuited to any sort of intuitive thinking; you'll 
propablyewant to jot down some notes on a 3x5 
cara as you read through the impressive yet dull 
manual. So, while I’m certain that those who are 
obsessed with reading all the latest player stats in 
the newspaper will be absolutely thrilled with this 
game, folks who simply want an effective and intel- 
ligent single-game football program will be disap- 
pointed. -Ted 


Sound e« 
87 


on the logical side, but you'll have to settle for your 
own creativity. The multitude of new stock plays is 
a blessing, but their incomprehensible name 
abbreviations remains unchanged. The only way 
to readily know every players’ assignment is by 
either looking at each player in the Play Editor to 
find Out what they will do, or print out your Game 
Plan with all of the logic included. It’s a lengthy 64 
page document for both offense and defense, but 
worth it SiNC& you get a better grasp of the plays, 
especially defensively. Also, if you play with some- 
one else, it makes the selection process more 
covert. Aside from some changes to the Al and 
camera angles, the biggest improvement is off the 
field in the handling, depth, and accessibility of 
Statistics. They are stored in a simple database 
and can be sorted similarly. A great game just got 
better, as any sequel should. -Tasos 
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Replay Value 
98 


ur morally impaired young knight, thrust 


a-" 


peaceful Xentar, recrnitsia loyal friend and 


one beautiful sorceress in search of the leg 


GO DOWNHILL WITHOUT 
BREAKING A LIMB! 


Storm ImpPact’s MACcSKI GIVES MAC GAMERS A WINTER 
WONDERLAND IN THE PRIVACY OF THEIR OWN DEN. 


One of the most popular winter sports if not one 
of the most popular participant sports in the United 
States is skiing. Indeed, entire communities depend 
solely on revenues gained by the tourism of skiers. 
In addition to being a popular sport, skiing is also 
very exciting, combining speed, agility and daring 
along with cool accessories and the chance to hang 
out at the lodge. 

If you don’t have the coordination to get your skis 
going in a downhill direction at the same time, you 


lourse Preiuiew for Mild Kingdam 


Before flying down the hill at breakneck speed and 
crushing hapless penguins, check out what lies ahead. 


Macski 


by Storm Impact 


Game Summary 
Hit the slopes all over the world and try for 
the fastest time in a number of different ski- 
ing competitions. Go downhill, hit the gates 
in the slalom, and crush hapless penguins 
and snowmen. 


Overall 


Requirements: 


Storm Impact 


Retail Price: 


Hard Drive Space: 1.6 Mea 


No. of Players: One player 


THE SOFTWARE ROLODEX 


Storm Impact, Inc. 
2148 Rugen Road 
Suite B 
Glenview, IL 60025-5521 
For Orders: (708) 729-2666 
Fax (708) 729-2667 
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Careening out of control might be funny, but it doesn’t 
do anything for your split time. 


can still enjoy the sport thanks to MacSki. Now hit- 
ting the slopes is as easy as turning on your Mac. 

For the racing purist, you can go against the clock 
in the timed downhill events. The more agile skier 
will want to tackle both regular and giant slalom 
courses. For the more adventurous, penguin cours- 
es require you to flatten flightless birds, snowman 
courses ask you to plow through Frosty’s kin and 
Stonehenge courses require you to ski under giant 
misplaced dolmen. 

Before heading down the mountain, you can get a 
preview of each course. The ease or difficulty and 
the slope along with the type of course presented 
will determine which sort of skis you'll want to bring 
on the course with you. Shorter skis and more flexi- 
ble skis offer better turning, while longer, stiffer skis 
are appropriate for high-speed runs that require lit- 
tle turning. Control of the skier is simple with 
mouse, keyboard and joystick. 

While the game comes with 38 pre-made courses 
of varying style and difficulty, you can create your 
own very easily. The editor gives you each of the 
different course objects. Your job is to decide what 
kind of course you want and where the objects go. 
If you wish, you can also edit the pre-existing 
courses to make them easier or to make crowded 
courses run more smoothly on slower machines. 


On slalom courses, you need to go through the matched 
pairs of gates. If you wish, you can hit the gates, too. 


This is not an earth-shattering game, capable 
of making PC owners rush to the stores and 
buy a Mac just to be able to play it. It is, how- 
ever, a charismatic little arcade skiing game, 
perfect for blowing off a few minutes (that 


saves it from boredom is the course se. atltor (and 
the ability to create new courses), and the 
Algorithmia course, which is created randomly 
for every run. MacSki also features various 
demented sound clips, fast becoming a Storm 
Impact trademark. Don’t mortgage the house 
to get this game, but do give itatry -Kevin 


_ What this game lacks in graphical flair and 
technological innovation, it more than makes 
up for in playability and fun. The included 
’ courses run the gamut from easy to incredibly 
difficult. My favorite thus far. is a course called 


- choice for this game (if you have one, set the 
- control to absolute). The course editor is easy 
_ to use and understand, although laying out 
challenging courses is a lot harder than it 
i would at first seem. Game play over graphics 
_ wins the day, again. -Ted 


Not surprisingly, this little product got lost in the 
overwhelming wave of software that came into 
our office over the last couple of months. In 
fact, | had tucked it away with the intent on 
checking it out when | got some free time since 


systems were 
acant, | quickly 
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manual, and you can tell that the creators il 
_ have fun at what they do. It was not created to. 
_ receive major accolades from their peers, but 
to just let Mac users have some well-deserved 
es fun. After all, isn’t that why we play these 


games in the first place? 
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tar Trail offers you everything you've been missing in a true fantasy 
role-playing experience... a rich and intricate world... detailed 
characters... an epic quest fraught with danger... 


The world of Arkania returns with incredible sound, speech and music, 
spectacular graphics... and an experience you won't forget! 


‘TOOTEMPTING TO RESIST ? : 


Graphically detailed automap with Smooth-scrolling 3D movement 


zoom, move and edit capabilities Intelligent keyword dialogue system 


Fully editable diary automatically 


Print option for diary 
records game events and character info 
Brilliant graphics, stunning 2 levels of difficulty 


cinematics, incredible sound effects 


and digital speech provide a challenge 


. . for novice and aaa saaen 
> Fully animated, phased-time, experienced players GRAPHICS 2. SPEECH 


isometric 3D combat with improved 
auto combat system 


“3D scrolling animations and massive improvements on both the graphics and sound 
fronts now complement a game engine which the designers have redesigned in detail. é 
responding to virtually every criticism levied against [Blade of Destinv].” 
— Strategy Plus, September 1994 


“Fans of Sir-tech’s Realms of Arkania series: Rejoice! 


— Flectronic Entertainment, September 1994 


S/IA-TECH 
PO. Box 245, Ogdensburg, NY 13669 Tel: (315) 393-6633 Fax: (315) 393-1525 


a reasieel cape Sir-tech Software, Inc. Realms of Arkania is wewotoctored 
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YOU JUST CAN’T PUT A 
GOOD CYBER MAN DOWN. 


Dr. ANGELO IS AFTER JOBE AGAIN, AND THIS TIME HE’S 
IN THE COMPUTER WITH THE PENTIUM OMEGA CHIP. 


The Lawnmower Man fascinated movie-goers 
with its sophisticated graphics, and gave everyone 
an uneasy feeling concerning the power of the 
computer. Well, if it weren't for the abusive tenden- 
cies of some maniacal priest, Jobe would never 
have gone on a rampage. He might have been a 
good-natured cybergod and helped us all out when 
our games wouldn't run right or while we were try- 
ing to debug our programs. | guess the priest got 
what was coming, anyway. 


In this Circuit City you won't find TV's, Computers and 
Appliances, just a lot of twists and turns. 


Cyberwar 
by Sales Curve Interactive 


Game Summary 
Control Cyber Dr. Angelo as he has to 
make it through a highly advanced computer 
system, the VSI, that is the present home of 
Cyberjobe and find and destroy the Omega 


Overall 930, 


Overall 
486SX/25+, 4 MB RAM, 


2x CD-ROM Drive 


Rating: 


Requirements: 


Sound Support: Most major sound cards 


Controller: Joystick, Gamepad, or Keyboard 
Available for: PC and compatibles 
Designed by: SCi 
Distributed by: SCi 
Retail Price: $79.99 


Hard Drive Space: 1 Mec 


No. of Players: 


THE SOFTWARE ROLODEX 
Sales Curve Interactive, Inc. 


One player 


330 Washington Square 
Marina del Rey, CA 90292 
1-800-CYBERWAR 


Ol 
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Walk gingerly through the Reverse Engineering room 
and discover the pattern to make it to safety. 


In Cyberwar, Jobe has found a new home in the 
VSI mainframe computer and has all the power his 
cyber heart desires. As Dr. Lawrence Angelo, the 
genius computer scientist who got in over his neck 
with his virtual reality experiments in the movie, it is 
your mission to fight your way through the military 
defense network to locate and destroy the Omega 
Chip. The chip lies at the heart of the Cyberjobe's 
Virtual City and gives him direct control over the 
world’s entire computer matrix. 

To get to the Omega Chip, there are a number of 
puzzles and battles that you must guide Dr. Angelo 
through. In Circuit City, you will climb aboard a kind 
of luge on a monorail and go racing through the 
city. Watch out for any turns ahead because it will 
be your quick reflexes that will get the Dr. through 
it. Reverse Engineering takes place in a large 
abyss that can only be crossed atop a series of 
floating platforms. The catch is that each platform 
has a geometric pattern and color on it and it is up 
to you to decipher the way to the other side. 

1800 megabytes of graphics and sounds are 
packed on three CD’s, including a fourth with the 
audio tracks from the game which were written by 
Steve Hillage. If you can’t get enough Cyberjobe, 
and you know kids can't, look for the bright neon 
pink-orange box with the picture of Cyberjobe on it. 


hE 


Many of the tasks in Cyberwar only require a minimal 
amount of intervention and participation on your part. 


interface « Playability * Graphics * Sound * Replay Value 
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Cyberwar consists of a series of twelve small- 
minded games wrapped up into a (thin) narra- 
tive package. The games themselves are 
either one-note puzzle games, or silly arcadish 
experiences; the plot stringing them together 
becomes even more ephemeral when you real- 
ize the order is randomized. As filler between 
these one-off§, Cyberwar presénts lush (if pix- 
elized) cinematics designed“t6 OVerwhelm the 
novice or Oe¢asional gamer, A jaded gamer will 
simply s@@ the packagé as a Whipped cream 
pie: great to look at, but so lacking in sub- 
stance as to defy edibility. There is an enor- 
mous amount of eye candy here, but little else. 
As if the simplistic nature of the games weren't 
bad enough, the controls in some are poor or 
inadequate. Like the movie it’s derived from, 
this is an expensive flop. -Kevin 
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| wish | could be kind to this product, since it is 
graphically beautiful. It is with heavy heart that 
| consign this one to the “game that could have 
been.” In spite of the wonderful graphics and 
great soundtrack, and even the game’s playa- 
bility, | must lament 1) the game's lack of a 
decent Save feature and 2) the simplicity of the 
puzzles. The game’s intentisitorchallenge you 
by having only three save-gGames per disc 


(maximum: you can’twsave over a game to 


keep a save game in reserve), but, honestly, 
who needs the aggravation of puzzle repeti- 
tion? The puzzle layouts change from disc to 
disc but do not change within one disk. The 
mental puzzles amount to barely a challenge, 
while the arcade puzzles rely on your hand-eye 
coordination to make the right keypresses at 
the appropriate times. -Ted 
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If you’re really hard-up to relive those fond 
memories of playing Dragon’s Lair at the 
arcade, here’s your chance. Cyberwar must be 
produced by people who make movies, not 
games. The graphics are top-notch and almost 
as good asuthemmovies, | hemusic track is of the 
same quality and contributes well to the mood 
of the game. But interaction from the player is 
very minimal, aad When you'get an opportunity 
to do something after all of the cut scenes of 
cyber Dr. Aggelo running down the hallway, it’s 
not that much. Race dowfa@ monorail and 
push left or right. Watch for the monster to 
come out of one of three doors and shoot him 
in time. The only folks who will like this product 
don’t play computer games. There's more 
interaction with the displays at a children’s 
museum or an elevator. -Tasos 


o 7 


Technology | 
licensed from 
Id Software, 
: creators of 
" Wolfenstein™ +« = 
3D. 
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: Gah i Modems Network i Play. 
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See sult a = " 


B.. oe r 
— =ag cor rence Battles 


Aen 
Multiple Weapons with ° > We ni . 
Simultaneous Use - Fire’ away: 
with the flame-thrower or waste 
a wall with the: rotket suns « 


} Enémies with Ambushing ; Pere 
@Tactics,— \\8 


' Cinematic Introduction & Ez 
Cut Scenes. 


AVAILABLE ON 

io IB M Be 6 DISKS He " he “24 ————— SO Al y See your software dealer or call: 

\ REQUIRES: & S08 PC .or — iy wee 4 \4 } = | : \ 1 -800-468-7226 

tv ‘Fecommended: 4 MB RAM, A MeN Af FANS =e ae ee FL Res: (305) 373-7700 oe 
Wy eee, fOr MC/Visa/AmEx Ee = 


DOS 5.0,\ CD-ROM: driver (dou ib wer yd 
recommended) & software. APHIC EVGA. 4 
INPUT: ‘Keyboard, mouse, iovatieks SOUND; So dq 

» Blaster ae AdLib, PC Tee og \ 


THis IS MY BOOMStTIcK! 
NOTE ITS HAIR TRIGGER. 


CAPTAIN BLACKTHORNE, RIPPED FROM THIS WORLD, MUST 


LABOR TO SAVE ANOTHER. 


Just minutes ago, you, the outlaw Captain Kyle 
Blackthorne, freed yourself from military prison. 
After receiving a medical discharge from the U.S. 
Marines, you turned mercenary, fighting in more 
than a dozen conflicts around the world. The name 
Blackthorne is legend in military circles; it means 
shrewdness and calculation, malice and strength. 
But now, working for the U.N. in a war-torn East 
African country, that name has been linked to war 
crimes and other charges. Realizing that the whole 


aren "HEAL POTION Pie Pm. 


Blackthorne can pick up several objects to aid him in 
his quest, including weapon upgrades. 


Blackthorne 
by Interplay 


Game Summary 
Run. Jump. Climb. Shoot. Kill. Don’t get 
shot or killed. Some slaves need rescuing, 
and you've got a big gun. Find keys, bombs 
and other goodies and use them against the 
tyrannical overlords. 


Overall 8 0 % 
Rating: a 
Requirements: 386 SX or higher 
: 2 Meg RAM, VGA 
Sound Support: Sound Blaster 
and compatibles 
Controller: Joystick, Keyboard 
Available for: PC and compatibles 
__. Designed by: Blizzard Entertainment 
Distributed by: Interpla 
Retail Price: None Given 
Hard Drive Space: 2 Meg 
_ No. of Players: One player 
THE SOFTWARE ROLODEX 
Interplay 


17922 Fitch Avenue 
Irvine, CA 92714 
(714) 553-6678 
Fax: (714) 252-2820 


52 COMPUTER GAME REVIEW 


“C1444 


: ers = 
Se) "7 y ge woh? : 
Bs aT ig, EN an A ia 4 me 

“ : z Ts. a ie z 3 


Less mobile slaves can still offer information, but often 
get in the way of your shots. 


thing was a frame, an advancement of a personal 
grudge, you broke out of prison at the eleventh 
hour. Dazed and weak, you wandered off into the 
desert. . . and into your dreams. 

You've had dreams for years, specific brooding 
dreams about a world different from Earth. This 
world, called Tuul, was populated by a split race of 
humanoids: one serving light, called the Androth: 
and one serving darkness, called the Ka’dra’suul. 
The Ka'dra’suul eventually rose up and enslaved 
the Androthi, sentencing them to eternal labor in 
the deep mines of Tuul. To save all hope, the king 
of the Androth sent his only son to safety on Earth. 

Guess who? 

Blackthorne is a side-scrolling action/adventure 
game ported to the PC from the console systems. 
seventeen levels lie between Kyle Blackthorne and 
Sarlac, the leader of the Ka’dra’suul. In addition to 
prodigious feats of reflexes and timing, players will 
need quick wits as well to solve several intense 
logic puzzles on the way to the showdown for the 
fate of the Androthi. Hundreds of enemies also stop 
at nothing to destroy Blackthorne, who is initially 
armed only with a shotgun. Friendly Androthi slaves 
will supply you with additional armaments as well 
as healing help. Blackthorne uses a password fea- 
ture to “save” games. 
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My, these dungeons are a cheery place. Talk to the 
slave; he might have valuable information. 
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There are two things that a console port to the 
PC must do. The first is keep or exceed con- 
sole speed with no loss of graphic detail. 
Blackthorne achieves this in spades; the char- 
acters move fluidly and well on a 486/66. The 
other thing that must bedOne iSpto take into 
account aitferigg @xpectations In the markets. 
While password Saving Worksupassably well on 
consoles (since they have few other viable 
options), there is no reaSOn,to deprive comput- 
er gamefs Of the ability to Save whenever and 
wherever they want. We expect it. | hate need- 
less repetition, and Blackthorne can be full of 
it. Miss one jump, and you'll be doing the 
whole level over again, and for no reason. 
Blackthorne is a fine side-scroller as far as that 
goes; but if | wanted this type of frustration, I’d 
go to a console for it. -Kevin 
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Remember The Lost Vikings? Every time you 
entered a new level, you got a four character 
password so that you wouldn’t have to restart 
the game every time you rebooted your 
machine. This worked very well, since levels 
were relatiVelyicompactwifldiffioult to solve. 
Blackthorne has this same password scheme, 
but it sue@ceedswess well. Having to repeat real- 
ly dull areas only makes things seem lifeless, 
detracting from @njoyability Otherwise, 
Blackthorne does everything right. The graph- 
ics are impressive, the interface is easy to 
understand and use, and the sound and music 
are decent. If you’ve got the patience to replay 
the same level every time you get killed (object 
lesson: don't get killed too often), Blackthorne 
is for you. Otherwise, you can relegate this to 
the discount bins. -Ted 
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Some might argue that there are not enough 
arcade-style games for the PC, while other PC 
owners might say we don’t need them and that 
they are too simplistic for folk with such elitist 
attitudes. Well, the fact of the matter is that 
there are PGwowners who«likesthese kinds of 
games and Own game pads to DOOR, and this is 
a Capitalist society, So we are allowed choices. 
The firstething that impressed me about this 
game Was the animation..of your figure. It is 
very smooth and very realistié. The next was 
the way yourfight in the basically two-dimen- 
sional environment. Shoot-outs with the other 
monsters are loads of fun as you step back 
against the wall and then pop out to take a 
shot. The interface is easy to learn and playing 
with the keyboard is no problem. This is an 
arcade game worthy of the PC. -Tasos 
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escend into the nether realm of Underdark and 
the fabled city of Menzoberranzan, You'll discover 
a role-playing adventure unlike any you've ever 
experienced! New monsters abound. New tactics — 
and abilities make combat more intense. 
You can even levitate and fly while fighting! 


tate-of-the-art digitized voices, sounds and 

sights transform the MENZOBERRANZAN™ | 
game into a powerful sensory experience. 
Crisp, clean high-resolution VGA delivers 
the graphic beauty of Super-VGA 
—without an SVGA card! “a 


is the midst Piliccing pie 
through the FORGOTTEN REALMS" 
game world yet! 


On CD-ROM and 
3.5” disks for IBM @& | 
. Compatibles — 


Screens shown: 256-color Jbl Ju VGA. 


“novancen DUNG Ns & DRAG 
GOTTEN REALMS, 


by 
from TSR, eS Lake Geneva 
©1994 TSR, Inc. ©1994 Stra’ 
All rights reserved. 


Tick Tock, Tick Tock, Tick 
TOCK, PEOPLE... 


TIME’S TICKING AWAY, AND IF YOU DON’T HURRY YOU'LL 


NEVER DEFUSE THE BOMB TO SAVE YOUR LIFE. 


sometimes your past can come back to haunt 
you. When you thought some mistake has been left 
behind and forgotten, there’s a crazed victim who 
could not soon forget. In fact, it has become his life 
long obsession to find you, and some day seek his 
revenge. 

Such is the story of James Dove, an esteemed 
member of the Boston Bomb Squad who thought 
that by changing his identity and distancing himself 
from his past he might be able to live a normal life. 
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The hostages are being held in some very strange 
places that are probably more amusing to Justus. 


Blown Away 
by Imagination Pilots 


Game Summary 
A terrorist bomber obsessed with avenging 
the death of his mentor, for which you were 
the cause, is holding the people closest to 
you hostage. You must successfully solve a 
number of puzzles to save them. 


Overall 7 6% 


486/33+, 8MB RAM, VGA 

2x CD-ROM Drive, Windows 3.1 
Microsoft Windows 

Sound System 


Controller: Mouse 
Available for: PC and compatibles 


Imagination Pilots 


Rating: 


Requirements: 


Sound Support: 


$49.95 
5 Meg 


Retail Price: 
Hard Drive Space: 


No. of Players: One player 


THE SOFTWARE ROLODEX 


[VI Publishing, Inc. 


7500 Flying Cloud Drive 
Minneapolis, MN 55344-3739 
(612) 996-6000 
Fax: (612) 996-6001 
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Full 360-degree scrolling and sharp graphics give the 
game a fully interactive environment. 


He was right, until now. His face appeared one 
evening on the nightly news, and the one man in 
the world who is out to get him was watching. 

Justus is a brilliant but sinister, Irish, 
Machiavellian terrorist bomber obsessed with 
avenging the death of his mentor, Gaerity, for which 
Dove is responsible. James was known as Liam 
then and was affiliated with an underground move- 
ment. 

Not only does Justus know Dove's true identity, 
but now he also knows where to find him. And he 
has also found the people closest to him. His 
method for revenge is to make Dove suffer the 
same misery that he has endured for so long. 
Justus has captured James’ daughter Lizzy, his 
friend Patrick and his teacher Sam. He even knows 
about his relationship with Robin Small, a local 
newscaster. 

They are each locked up somewhere and it is up 
to you to use your keen observational skills, puzzle 
solving ability and hand-eye coordination to suc- 
cessfully complete certain tasks to find and defuse 
the bombs. If you fail, you and a loved one will per- 
ish; succeed and they will be spared. Everything 
you must do will be a race against time. Each puz- 
Zle will have a clock ticking next to it, and the suc- 
cess of the entire game depends on your speed. 
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Some of the puzzles take luck, some take good intuitive 
Skills, others require strong hand-eye coordination. 
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Blown Away is an odd conglomeration of puz- 
zle game and interactive movie. Good full- 
screen digitized video clips (with decent acting) 
are interspersed with small thinking games that 
run the gamut from stupid to challenging. Many 
of the puzzles are tied to a time element, 
something | normally hate! However, given the 
nature of thes@ puzzlesfand th@aticking bomb 
in the background), I'm willfig to forgive this 
attempt at atmosphere. The plotline is too 
overwrougnt tor my tasté, But then again, that’s 
Siliwood. The problem with the game lies in the 
fact that the puzzles are all one-trick ponies. 
The assortment is imaginative, but individual 
puzzles will quickly pall (but making all puzzles 
available for practice is an excellent move). 
This is a good non-gamer game, but puzzle 
fans will just breeze right through. -Kevin 
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- Blown Away could have been the most cere- 


bral game to ever hit Windows. Unfortunately, 


_ the designers decided to throw in some puz- 
_ zles requiring hand/eye coordination. While 
_ this doesn’t ordinarily trouble me, all mice are 
- not created equal, nor dosthey See the same 

- amount/of use in dust-free environments (CGR 
being a GOOdkexample Of a dust-laden environ- 
- ment). On top Of this, One of the puzzles had 


really bad sprites, making, the puzzle nearly 


_ impossible to get past. The manual could use 
an extensive overhaul, as well, since it doesn’t 
_ tell you enough about the rules of each puzzle. 
_ Okay, some puzzles are fairly obvious in terms. 
of rules, but they are few in number. | applaud 
_ the acting in the game; there is a real sense of 
_ menace from the villain and urgency from your 
_ bomb squad buddy. 


-Ted 
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Although the story behind Blown Away might 
be interesting, it is a little bit far fetched and is 
filled with a lot of holes. After Dove changed 
his name and moved from Ireland to Boston, 
Justus just happened to be in Boston and just 
happenedtorsee"hin on the"iwhile he was 
there. Fine, “fate” Brought them together. Then 
this ugly maniac with a gold_tooth in the front 
was able todind out about Dove’S»personal life 
and kidnap a few of hissloved Ones locking 
them in different places and Setting up explo- 
sive traps tO boot. Mr. JustuS‘t§ as busy a man 
as he is an annoying one. The puzzles you 
have to solve are pretty, but not very inventive. 
Most are basic and standard logic puzzles. The 
others require hand-eye coordination or ran- 
dom luck and are frustrating, if not plain annoy- 
ing. Get the hint here? -Tasos 
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and CD-ROM Entertainment 


CLUE #6 


“The final step is to read it 
before the shattered form.” 


Win a haunting 
3cotland for twol 


he epic dungeon experience, Stonekeep is coming and it's offering the challenge of a life-time! Follow the clues 
0 find the Secret Chamber and you could be on your way to Scotland! 


In the months of November, December and January, clues will be given that lead you through the mysterious passages of 
the lost city, Stonekeep. Correctly follow the clues each month in Cinescape and Computer Game Review magazines and 
youl find the Secret Chamber of Stonekeep. Each magazine will have a different clue each month and both clues will be 
needed to reach that month's goal. Once inside the Secret Chamber your efforts will be rewarded with a special treasure 
and youll be given a Personalized Entry Code. Simply mail in the correct Entry Code and you have a chance to win one 
of the following incredible prizes: 


The Grand Prize (1) 

A week-long trip for two to Scotland where you'll spend two nights in the eerie Culzean Castle in Ayrshire and five 
nights at the Devonshire Hotel in Glasgow. This really Grand Prize includes round-trip coach airfare, lodging, one 
complimentary dinner, a rental car and S1000 spending money! (Estimated retail value $6,500) 


First Prize (1) 
A complete library of Interplay Software (IBM compatible), a rare Stonekeep Sweatshirt and a Stonekeep watch. 
(Estimated retail value $1,600) 


Second Prize (s) 
Five lucky second place winners will receive Stonekeep watches, (Estimated retail value $50) 


Bonus Gift (100) 
The first 100 entrants will receive Rebate Coupons good for Sio off Interplay software, 


OFFICIAL RULES 
NO PURCHASE NECESSARY 
1. HOW TO PLAY: The object of the contest is to locate the hidden room and obtain the contest entry code located therein. Each month, starting on 
11/1/94 and for the next two months thereafter, in print advertising appearing in Cinescape and Computer Game Review magazines, two clues will be 
revealed (one in each publication) as to where the hidden room and entry code are located. Clues will also appear at participating software retailers. 
When you have collected all six clues and located the hidden room BY PLAYING THE STONEKEEP GAME, the entry code will be revealed to you. 


2. HOW TO ENTER: (1) Completely fill out the official entry blank (print only) or on a 3” x 5” card print your complete name, address, age, and tele- 
phone number and correctly complete the following sentence: 

“The Secret Entry Code is ." (2) Mail your completed entry to “STONEKEEP QUEST” PO. Box 8039 Grand Rapids, MN 55745-8039. All 
entries must be received by February 10, 1995. Mechanically reproduced entries are not eligible. Not responsible for printing errors, or for mutilated, 
late, lost, postage-due or misdirected mail. All entries become the property of Interplay Productions and will not be returned. 


If you would like to enter the sweepstakes without playing STONEKEEP you may request the answer no earlier than January 1, 1995 by sending a self- 
addressed, stamped envelope to: STONEKEEP QUEST Answers, P.0. Box 678, Sayreville, NJ 08871-0678. Residents of VT and WA may omit return 


_ Postage. Requests must he received no later than January 13, 1995. 


_ For complete rules send a self-addressed, stamped envelope to: STONEKEEP QUEST Official Rules, P.0. Box 678 Sayreville, NJ 08871-0678. Residents 


of VT and WA may omit return postage. Void where prohibited. 


© 1994 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 


Clues can also be found at your local software retailer. 
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EXPERIENCE THE MOST HEARTWARMINGLY HUMOROUS CINEMATIC ADVENTURE EVER. CREATOR 
ROBERTA WILLIAMS PRESENTS THE SEVENTH CHAPTER IN THE BEST-SELLING COMPUTER ADVENTURE 
SERIES OF ALL TIME: KING'S QUEST® VII: THE PRINCELESS BRIDE. JOIN PRINCESS ROSELLA AND 
HER MOTHER VALANICE AS THEY BATTLE THE EVIL ENCHANTRESS MALICIA FOR THE SURVIVAL OF 
THE MAGICAL REALM OF ELDRITCH. DON'T MISS THIS BREATHTAKINGLY BEAUTIFUL EPIC ADVENTURE 


FOR THE WHOLE FAMILY. FOR YOUR COPY, SEE YOUR LOCAL DEALER OR CALL: | 800-757-7707. 
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PRINCELESS BRIDE 
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ALL THAT’S MISSING IS THE 


TRAFFIC JAM. 


SHIFT IT IN TO LOW GEAR AND TWO-TRACK UP THAT STEEP 
HILL TO FIND A PARTY IN THE VALLEY BELOW. 


One of the aspects of Comanche Maximum 
Overkill that attracted so many gamers was the 
graphics technology used to create the terrain and 
night vision effects. Called Voxel Space, it is a pro- 
prietary method for manipulating volume pixels or 
“voxels,” and NovaLogic touts the rendering to be 
500 times faster than any other program. 

Voxel Space has been enhanced and is the force 
behind NovaLogic’s newest simulator that puts the 
player in control of a number of ground units, many 
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Ever drive a tank with a mouse? (Ever drive a tank?) 
There's more than one way to control this tin can. 


Armored Fist 
by NovaLogic 


Game Summary 
_ A tank simulator with the American M1A2 
Abrams and the M3 Bradley IFV or the 
Soviet T-80 and BMP. Players can enter a 
campaign or choose battles individually in 
both day and night scenarios. 


Overall 8 gy 


386+, VGA, 4MB RAM 
MS-DOS 3.3+, Mouse 

Sound Blaster and compatibles 
Roland, Adlib 

Mouse, Joystick, or Keyboard 
PC and compatibles 
NovaLogic 

: Electronic Arts 

Retail Price: $54.95 


Hard Drive Space: 12 Mea 
No. of Players: One player 


THE SOFTWARE ROLODEX 
NovaLogic, Inc. 
Calabasas Commerce Ctr., Bldg. 4 
26010 Mureau Rd., Suite 250 
Calabasas, CA 91302 
(818) 774-1797 
Fax: (818) 774-0684 


Rating: 


Requirements: 


Sound Support: 


Controller: 
Available for: 
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You can switch to a larger window to gain a better per- 
spective of the battlefield. 


of which you might have spent time blasting from 
the air in CMO. Although the terrain might look sim- 
ilar, some additions are a translucent smoke effect 
and a thermal targeting system found in modern 
tanks used for night vision. 

Four types of ground attack vehicles have been 
included in the simulator. On the American side, the 
M1A2 Abrams is the main battle tank with the 
speedier but less fortified Bradley IFV equipped 
with thermal sights to play a different role on the 
battle field. On the Russian side, there is the T-80 
tank and the BMP APC equipped with image inten- 
Sifiers. 

Besides the units on the battle field, unit leaders 
have the ability to call in air and artillery support to 
help their situation out. You'll hear the bombs 
whistling overhead and then pound into the ground, 
hopefully close enough to your designated target to 
obliterate them. Air support comes in the form of 
attack helicopters that will try to make it from the 
nearest air base in time to lend you a helping hand 
from above. From the CCV (command and control 
vehicle) you can oversee the entire battle. 

NovaLogic is also releasing a CD-ROM version 
that only occupies 1meg of hard drive space and 
has some additional animations. The CD retails for 
$59.95, 


* 
EM) [etfs | 


fy HOS 
Ji Hee REXHINTAG- 


The GCV gives you a vere view of the battlefield 
and the locations of all units. 


Still, it’s fun while it lasts. 


Interface * Playability + Graphics » Sound + Re 


This is a pretty, wel ssesignedl: game that | have | 
no interest in playing, really. | prefer my battles 
seated in an armchair rather than in the thick of| 
things. The action takes place too fast for’ 
much tactical thinking, so that route is pretty | 
much out, Joystick jockeyS are likely to love 
the ease Of Control and beautiful graphics: 
(including Some Very nice nightVision work). 
Even with the Keyboard, in fact, control was’ 
vastly Detter than | had hoped. My biggest 
problem with thé game lies in its lack of diversi- 
ty. Sure, there’s a bunch of campaigns and} 
missions, and you can construct your own. But! 
there are only six vehicles, ever. Any mobile} 
unit you encounter is only going to be one of| 
two types, or one type of helicopter. And the} 
missions all blur into one another after awhile. 
-Kevin 


- Voxel Spatl 5 strikes agua Aiiored Fist is a 
_ great tank simulation, one that will remain at: 


the top of my playlist for some time. The con-| 


_ trol scheme is well-worked out, but it does take’ 


some effort to get used to. Believe me, it’s well 
worth thestii@m.he battle” editor, while not! 
incredibly simple to use, had me making up 
new and improved Scenariosiwithin about ten’ 
minutes. The graphics are great; | was able to| 
pick out targets from a distance almost as nim- 


__ bly as the computer could) The sound is 
_ essential fo this game, since your crew chief 
_ sings out, “Contact!” whenever an enemy or! 
_ rogue is sighted. This game’s realism will stand 
~ your hair on end and have your palms and| 
_ brow sweating in no time as you attempt to 
_ stalk and evade the enemy. NovaLogic, take a 
big bow! -Ted | 


Interface + Playability » Graphics * Sound + Replay Value - 
§4 78 69 . 87 : 23. . 
Armored Fist has a lot of the elements that | 
made CMO so good with some improvements, 
mainly the transluscent smoke, the more real-| 
istic night vision and the better map screen’ 
from the CCV. The Voxel Space graphics! 
engine workedewell for CMOwpbutwnfortunately 
doesn'tdook as good from the ground. It is a 
good engine for providingssmeoth-scrolling| 
landscape with some attractive detailing, but is | 
much better looking fromiea distance, as from 
the air. Qn thé ground, a lot Gf objects get too! 
pixelized wher they come close and often look| 
like they're floating. Nonetheless, it is a lot of 
fun to peek over a ridge and fire a couple: 
shots, only to back out of sight while they take 
their shots—and miss. If you were a fan of 
CMO you should like Armored Fist, but proba-' 
bly not as much. -Tasos | 


THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 
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If you think you’re good at games, then let’s have some be amercenary who’s looking for a few good friends. 
real fun. When you’re online with GEnie® Multi-Player © With GEnie, the possibilities are endless, the people 
Games, you’re playing real people, in real time. Some are terrific, and even the prices are competitive. So put 


Call 1-800-638-9636 


some new life into your joystick, 


world. © Splash a bandit in Air and sign on. We’ll see just how 
Warrior®, and you’ve just taken TDD 1-800-238-9172 good you are. © To sign up online, 


out eight other guys, who’ll be back gunning for you. turn your modem on and dial |-800-638-8369 or in 
Blast a MechWarrior® in MultiPlayer BattleTech™, and Canada 1-800-387-8330. Enter JOINGENIE at the 
who knows? Could be that jerk from the coast. Could prompt. When asked for the special offer enter ABA423. 


GEnie 


multi-player games 


BEST GAMES AROUND! 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 


of the best players around the 
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STELLAR EMPEROR™ 
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NASCAR Racing 
by Papyrus 


Game Summary 
Take on an authentic NASCAR circuit in 
one of the most hardcore racing games 
available. Practice-and race the real tracks 
and watch some awesome replays of your 
most spectacular crashes. 


Overall O ie f 2 
Rating: 9 4 %o More gas maals a pit stops. Less gas equals less 


weight. You need to strike a fine balance. 


Requirements: 386DX or better, 4MB RAM 
, VGA/SVGA eyen What's the biggest spectator 
Sound Support: Sound Blaster, Ad Lib, Roland, PY AID BAY A % sport in America? Football? 


Pro Audio Spectrum ' 
; 9 
Controller: Kevboard, Jovstick. Wheel Baseball? Nope. Horse racing? 


Available for: PC and compatibles eee, | Closer, but still not correct. The 


Designed by: Pap rus Publishing eet right answer is auto racing, 
Pie aoe eames specifically, the NASCAR circuit. NASCAR is the 
Retail Price: 569.95 ; 

nearly perfect blending of human and machine. The 


No. of Players: One player driver must react to the conditions of the road and 


60 


to the other competitors while the car must be 


THE SOFTWARE ROLODEX attuned to the driver, acting the way he needs it to 


Papyrus Publishing at the precise moment he needs it to. Decisions 

must be made lightning quick at incredibly high 

35 Medford St. speeds. The NASCAR circuit offers its fans the sort 

Somerville, MA 02143 of thrills only achievable from high-performance 
(617) 868-5440 automotive work. 

Fax: (617) 868-5110 Papyrus Publishing, the company that produced 
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DRIVE! 


NASCAR RACING BLAZES 
ONTO THE PC. 
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Believe it or not, this is a low-res screen. It still looks 
like television to us! 


the awesome IndyCar Racing has taken the 
NASCAR circuit and tracks and brought them to the 
PC for play in the home. NASCAR Racing features 
all of the excitement and drama of the real circuit 
without subjecting you to the real dangers of crash- 
es and flying debris. 

If you can’t tell a gear shift from a hole in the 
ground, NASCAR Racing comes with a quick-start 
option that will give you a fighting chance on the 
racing circuit without having to get into the real guts 
of the program. If, on the other hand, you are a true 
guru of cars, NASCAR Racing allows you to fiddle 
with gear ratios, the camber settings and other 
technical aspects of your car all the way down to 
the PSI in each of your tires. It’s your choice how 
involved you want to get with the actual workings of 
your car. You can simply drive in all of the races or 
you can spend the time tuning and retuning, getting 
your car perfect for each race. Naturally, you'll have 
a better chance on each course if you take the time 


Atlanta fil 3: 
Bristol 
Darlington 
Loudon 


Martinsville 


Michigan 
Phoenix 
Talladega 
Watkins Glen 
Done Hampton, GA 


Atiania Motor. Speedway 


Choose the track that you most want to race, or simply 
run the entire NASCAR circuit. 


You can use the replay mode to take a look back at 
your most spectacular crashes. 


to configure your car, but it isn’t necessary to have 
a good shot at winning on a given track. Driving 
skill plays as much a part as mechanics. 

You can fine tune the engine as much as you 
want, but the real reason to play NASCAR Racing 
is to take your car around a banked turn at 140 
miles per hour. This is exactly what you'll get in this 
game. Race from several different perspectives 
including in the cockpit and from a chase car view. 
Set the lengths of the race and go to it. 

For the longer races, you'll need to make serious 
decisions about how to manage the various 
aspects of your car. Fuel will be an important con- 
sideration, since the more you have, the fewer 
times you need to stop. However, gassing up takes 
time and slows you down, since the additional fuel 
adds weight to the car. More than this, you need to 
make split-second decisions about how to get your 
car around the track. It’s more than simply going 
around in a big circle—you need to avoid the other 
cars, take the turns so that you lose as little speed 
and momentum as possible and do whatever you 
can to keep yourself in front. The other drivers will 
do their best to stop you from passing them. You'll 
need all of your wits and skills to come out of each 
race on top. 

Play just one race if you don’t want to get too 
involved in the game. If you do want to spend a lot 
of time in the simulation, you can decide to run the 
entire racing circuit, qualifying and fine tuning for 
each race and competing for points in your effort to 
bring home the NASCAR championship. 

In addition to its accuracy, NASCAR Racing is 
both easy to play and fun to watch. Knock-out ani- 
mation and graphics highlight superior game play, 
making NASCAR Racing the racing simulation that 
all others will someday be compared to. Don’t be 
left out of the action! 


Bie = 


The start of a race looks pretty tame. After this, it 
Starts to get confusing. 


Interface e¢ Playability « 
86 81 | 97 


l’m going to do something in the space that | 
would never normally do. I’m going to heartily 
recommend a game | hope never to have to 
play again. | don’t have an antipathy towards 
NASCAR, any more than | had an antipathy 
towards IndyCar when it came out. | just find 
racing of all types really, really boring. se@on't 
understand the primal urge to go faster than 
that other guy around a small oval track. 
Vroom. Vroom. Wheeee. However, | donot 
lack aesthetic appreciation for the art of make 
ing a computer game, and once again 
Papyrus has excelled at that disappearing art. 
They've made the definitive game on the sub- 
ject of stock car racing. So if you want to know 
how a true racing nebbish feels about Nascar, 
skip on down to Taso’s review. But | can freely 
and firmly recommend that anybody who has 


_ Is NASCAR Racing the peak of pit, the apex of 
acceleration, the zenith of zero-to-sixty? You 
7 bet, and then some. Although you can race a 


car in the make-up it’s handed to you, you'll 


need to learn a few things about the physics of 
racing In order to be an effective and winning 
driver. You have to get into the guts of the car, 
understanding the subtle connections between 
track pitch, tire size and spoiler ‘angle.and 
experimenting with gear ratios, wheel-to-wheel 


_ lock and shock stiffness. If you get intoa car 


that is set up improperly for the track you'll be 


facing on, you'll know it immediately: you'll be 


all over the track, or the car will be completely 


uncontrollable and you'll wind up with your 
nose against the guard rail. One of the nice 


_ things that NASCAR does differently from 


__ Indycar is that you no longer have to manage 


Interface ¢ Playability * Graphics * Sound 


85 67 
NASCAR Racing has to be discussed in its 
VGA and SVGA modes separately. The VGA 
mode has basically the same game engine as 
in IndyCar, and as would be expected, looks 
very similar. The car, of course, has a much 
different sound and feel. Unlike the Indycars, 
the NASCARs lunge forward when you break 
and rear back when you hit the gas. Some 
great new features are that you can pause the 
game and radio the pit for information or 
instruct them on what to do during the next pit. 
Unlike Indycar, the jobs are then performed 
automatically. The manual is also a bit better 
at explaining how to adjust the cars, and tips 
are given for each track. On the SVGA side, 
the graphics are nothing less than spectacular, 
but don’t expect to run it on your 486DX2/66. It 
bogs it down, but will run ok with a lot of the 
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Graphics 


¢ Sound °¢ 
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any interest in going around a oval track really fast 
should haul themselves out and get a look at this 
game. Papyrus’ graphic engine has actually 
become sharper and faster. They’ve also made 
several minor improvements to the external inter-. 
face. | can unreservedly say that this is the defini- 
tivé racing product. There is a price to pay for all 
this splendor, however. Your machine had better 
Nave @ Delly of silicon fire to run the high-res ver- 
sion with all options on. And the beginner will still 
be lost. | had to have Taso help me understand 
why my Car was acting the way it was. There’s a 
bit more setup help than was present in IndyCar, 
but not too much more. If you've followed the 
‘exploits’ of the Nascar circuit for years, or just 
have a yen for burning some silicon rubber, this 
product is the way to go. Computer game racing 
doesn't get any better than this. -Kevin 


Replay Value 
78 


{Interface ¢ Playability “e Graphics ° “Sound « Replay Value 
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your pit crew once you're in the pit. Instead, in a 
further attempt at making the game more realistic, 
you get information on your car while you're on the. 
track, radio it back to your crew, then pull into the 
pit. Your pit crew will implement the changes) 
you've requested. The graphics of accidents are| 
pretty tasty; NASCAR cars have a lot more body! 
panels that can fly off than Indycars do. The auto-| 
matic replay is also nice, since it can help you 
decipher what went wrong and make adjustments 
to help.avoid a repeat of the event (or just let you 
wateh really fun accidents and near-misses). The 
sound is tremendous; the folks at Papyrus have’ 


‘ 
; 


seemingly been burning the midnight oil to obtain! 
the most realistic sound they can without making} 
the game so noisy as to be migraine inducing. || 
just hope they didn’t have to pay the Fat Man for: 


his audio track on the CD. -Ted | 


Replay Value 
_98 98 

detail turned off. In fact, you can customize the 
setup in many ways, including the number of visi- 
ble cars both front and rear, and the number of 
cars that can be heard, all to improve perfor- 
mance. Aside from the aesthetic value of the hi-res 
graphics, they do serve a practical purpose. One 
of the hardest parts of racing in lo-res is that 
objects at a distance, even walls, are hard to dis- 
tinguish, especially when you're travelling at 180. 
mphsSVGA greatly alleviates the problem. Bottom 
line, NASCAR Racing is a superb product because 
you get one of the best racing games on the mar- 
ket in VGA, and can play it in SVGA when you 
upgrade to a Pentium. If it did not have the VGA 
option, | would have to fault it for its incompatibility. 
But kudos to Papyrus for creating software that is 
ahead of its time that is still acceptable for the 
standard hardware of today. -Tasos 
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WHAT ABOUT ALL OF THE 
UNEMPLOYED HORSES? 


YOU CAN RIP OUT TREES, TEAR DOWN MOUNTAINS AND 
POLLUTE THE AIR ALL IN THE NAME OF PROGRESS! 


Chris Sawyer, the creator of Railroad Tycoon, 
Started putting together some ideas for a trans- 
portation simulator as early as October of 1992. He 
wanted to make a “living” world with numerous 
small towns and raw material resources over a 
three-dimensional landscape. To give it more detail, 
the decision was made to make it high resolution 
with an isometric viewpoint. He got in touch with 
Simon Foster and the world Sawyer envisioned 
came to life. 


h Oil Wells production 
clown by 50 


You can have a number of different windows open to 
keep you updated on your company's progress. 


Transport Tycoon 
by MicroProse 


Game Summary, 

It's the early part of the 20th century, and 
you have the capital and the desire to start 
your own transportation company. As tech- 
nology develops, better vehicles will become 
available, if you have the money. 


Overall 8 8%, 


386+, 4 MB RAM 

SVGA Graphics 

Sound Blaster and compatibles 
Ad Lib, Roland, Pro Audio 
Mouse 


Rating: 
Requirements: 


Sound Support: 


Controller: 


Available for: PC and compatibles 


MicroProse 


None given 
5.5 Meg 
One player 


Retail Price: 


Hard Drive Space: 
No. of Players: 


THE SOFTWARE IRROLODEX 
MicroProse Software, Inc. 


180 Lakefront Drive 
Hunt Valley, MD 21030-2245 
(410) 771-0440 
Fax: (410) 771-1174 
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The stations you build will be given a name that will 
appear on a sign above them in your chosen color. 


At the start of a game, you have at your disposal 
a large amount of money to start the wheels turn- 
ing. But the early part of the century does not have 
much available in motorized vehicles so you'll have 
to choose carefully. The buses, trains, boats and 
planes that are available to you will not be too reli- 
able nor too efficient. As a businessman, your main 
objective is to turn a profit so you'll have to do it 
with what you have. 

After you build a station, you'll soon find out the 
demand as people, mail and goods will begin to pile 
up. After you create a route, the amount of money 
you make will float above the station when it pulls 
in. If your funds are running short, you can always 
go back to the bank for more, but be careful 
because those interest rates they charge can kill 
yOu. 

The landscape is at your disposal and you can 
raise or lower it to provide an easier way around for 
your trains and buses, or build a canal to link two 
waterways so you can create a wider range of ship 
routes. 

Since the area is ready to grow, there will be sub- 
sidies offered to anybody ready to accept them. 
Watch for the one’s you want or the computer 
opponents will snatch them out from under you 
without even an ounce of pity. 


You have to pick a face for your persona and none of 
them are two flattering, but your not playing a model. 


Interface + Playability * Graphics * Sound * Replay Value 
86 80 93. 86 67 


How many people remember the old 
MicroProse classic Railroad Tycoon? If you 
recall the game fondly, run right out and take a 
look at TT. This game is an homage both to 
Sid Meier’s classic and another enduring, 
game, SimCity. hlowever, TT, like any other 
derivative produet, is inevitably Weaker than its 
predecessors Asa buUSiness<Simulator, TT 
works well fora number of game years. Profits, 
while easily made, are also easily reinvested in 
other ventures: Watchingdowns grow due to 
your network of transportation is very pleasing 
indeed. But the game scale progresses too 
slowly, bringing new technologies in only at a 
snail’s pace. While games of TT are fun to start 
up, | lose interest after only a few years. Still, 
to builder fans, TT should provide many hours 
of quality construction time. -Kevin 
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_ For a game with no clearly defined goals, 
__ Transport Tycoon sure is fun to play. The one 

thing this game lacks is the ability to establish 

diplomatic relations (good or bad) with your 
_ computer opponents. Railroads in this country 
: _ make a simail fortune leasing fights of way to 
bi other railroad companies; i would have been 
_ nice to'$e@sthat here, Airport access would 
e have beén anotnengood inclusion; the problem 
could Have been solved with’ simple profit per- 
| - centages. TA@ pop-up information window 
_ could have been better placed; it had the 
_ obnoxious habit of appearing when you were 
_ try to manipulate something in the bottom of 
the main window, causing you to center on the 
disaster (often far from your original location). 
All of that aside, TT is incredibly fun to play; it 
_ simply should have been better -Ted 
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Transport Tycoon is a great idea that never 
seemed to get developed completely. A little 
more testing might have done it a lot of good. 
The program runs clean, but there are some 
parts that could have easily been improved. 
The Al hagstht@emost problemsy and many of 
the others stem trom it. Firstly, the computer 
opponents do.some really illogical things, such 
as build@oads and tracks every which way. | 
would like to havé Been able to form alliances, 
or at least have my vehicléserun on another's 
stretch of road’for a fee. Secondly, | would like 
to know where people want to go since a bus 
Station, say, can fill up with over 1,000 people 
waiting to go somewhere. Also, the organiza- 
tion of windows could use some work as many 
will often fill the screen.To get a new bus 
going, five of them will pop up. -Tasos 


It's 3. a.m. As FBI Special Agent in Charge, you and your | yf 
team respond to FLASH TRAFFIC, our nation’s highest- * 
level alert. This critical communiqué is sent only in 
the event of a dire national emergency — Say, 
when international terrorists plant a bomb in 
your backyard. The fate of Los Angeles is in 
your hands. Your mission: find the bomb 

and unplug the sucker before the City of 

Angels goes boom. So what do you 

wanna do, Boss? 


i. ONE WRONG MOVE AND 
IT'S OVER IN A FLASH, 


Tsunami Media presents 


Written by Chuck Pfarrer, creator of Navy SEALs 
and Hard Target. Original music compositions 
by Nation Rock Music. 


CiTY QF ANGELS 
THE ALL-VIDEO, INTERACTIVE TECHNO-THRILLER 


7¥cCD-ROM‘ Visit your local retailer, or call 800-482-3766 to order. 


FTAD 0806 


™ 


Filmed entirely on location 


a 


TIME WARNER 
I NTERACTIVE 


© 1994 Time Warner Interactive 


THIS GIVES A NEW MEANING 
TO “HOSTILE TAKEOVER.” 


New WORLD PRESENTS ZEPHYR: A WORLD IN WHICH 
YOU'RE EITHER THE CHAMP OR YOU'RE TOAST. 


Enter the world of the future in which nothing is 
the way we know it today. Things have changed, 
most dramatically in the world of business. No 
longer the sneaky takeovers and corporate killers. 
Now everything is decided by combat of a new and 
different kind. Hovertanks of varying specifications 
now battle on tracks designed specifically for them. 
As one of the top pilots in the world, your services 
are heavily sought after by the six most powerful 
companies in the world. 


Before each race, Rex Sweeny talks to the inhabitants 
of the world, each of whom offers a special prize. 


Zephyr 
by New World Computing 


Game Summary 
In the future, corporate struggles will occur 
not on Wall Street but on the combat race 
tracks of the universe. You fly for six different 
companies as you vie for money and pres- 
tige and they vie-for power. 


Overall 87 % 


CD-ROM, VGA, 8Meg RAM, 
486 or better (Pentium rec. 


Sound Support: Sound Blaster and compatibles 


Controller: Joystick, Keyboard, Mouse 
Available for: PC and compatibles 

: New World Computing 
New World Computing 


Rating: 


Requirements: 


Retail Price: $79.95 


Hard Drive Space: 1 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 
New World Computing 
29800 Agoura Rd. 

Suite 200 
Agoura Hills, CA 91301 
(818) 889-5600 
Fax: (818) 889-5682 
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Killing the other tanks nets a big point score, especial- 
ly if the tank you kill involves your corporate bonus. 


Each company has their own style of tank. One 
might be strong on shields, but weak on weapons, 
while a second will have great engines but weak 
radar. You've got to make the decision about which 
tank will offer you the best chance of winning each 
race. 

scoring is simple. On each track there will be a 
number of enemies and targets. Killing them will 
earn you some points. Each lap you complete 
(done by passing two different sets of checkered 
flags) and each Zephyr tank you destroy earns you 
more points. Finally, the corporation you are flying 
for may have a specific grudge against another 
company—killing that company’s tank will earn you 
a large bonus. 

The winner of each round is the one who scores 
the most points. If that happens to be you, you will 
get a run through the bonus round where you can 
pick up some extra points to improve your overall 
standings. Then it’s on to the next race. There are 
eight races in a season with a total of three different 
seasons. 

Originally, Zephyr was intended to ship with net- 
work support, but currently, the network version of 
the game is still being worked on. Registered users 
of Zephyr, if they send in an enclosed card, will 
receive network play at no cost. 


Take too much damage and you'll see this screen. Don't 
worry; you can jump right back into the fray. 
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Zephyr combines the tense atmosphere of a 
shooter with the canny positioning of racing 
simulations; some flight sim maneuvers like 
kickstops also work well. Add in the player's 
limited ability to choose victory conditions on a 
race-by-ra@e Basis, (go for laps Or for kills), and 
you havé the Makings of a great game. Had 
Zephyr beened Clean, Crisp faster-than-light 
game, itwould have been pritiiant. As it is, the 
game Grawis along at a barely manageable 
frame rate (even On olf 486/66s), due to its 
visual design. Even the simpler levels are ham- 
pered by sprite overload and a busy palette, 
turning the screen into a morass of color, leav- 
ing the novice unable to distinguish back- 
ground from enemy. If you allow for an uphill 
learning curve and have a speed demon PC, 
Zephyr will entertain if not enthrall. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 


2 89 ###88 689 £82 


I've got to give the folks at New World some 
credit here; they've done a good job of offering 
a game that allows the player to win in his own 
inimitable style. Figuring out what that style 
should be is the tough part. Zephyr’s concept 
is good, combining the est elements of a 
shooter a racing Game,/and’a Spaceflight sim- 
ulator (ala X-Wing or WC2)iehiaough the frame 
rate on a@ 486-66 iSichoppy, it iS NODunmanage- 
able; those with, Pentiums,should be pleased 
with the‘vetum. The skill with which you pilot, 
and the strategy you must form and stick to, 
change with increasing level of difficulty. While 
| had no problem trouncing my computer oppo- 
nents on the easiest level, | was beaten 
squarely on several of the races at the next dif- 
ficulty level. A fun game, but only for those 


blessed with fast machines. -Ted 
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Zephyr from New World is quite a departure 
from what they normally do. | was glad to see 
that their judgement on many aspects of the 
game was on the mark. There is no plot and 
there shouldn’t be. Zephyr is a shooter and 
should allowsthe. player to gomeentrate on the 
action, MOt break the adrenaline rush with a 
five minute. video sequence...Ihe short cut 
sequences between races are Quick and can 
be bypassed if $0 desired. Where the game 
might lose some Of its appealsis in the detail of 
the playing environment that’sacrifices perfor- 
mance. A fast-paced shooter should have 
ultra-smooth graphics at the highest detail, 
especially on a 486/66 which is still the stan- 
dard. It does not. Even at the lowest possible 
settings it still runs choppy. You might try slow- 
ing down your eyesight. -Tasos 
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THOUSANDS OF VIKINGS, 


BUT NO SPAM. 


HAMMER OF THE GODS UNLEASHES HORDES OF THE 
HORN=HEADED WARRIORS AS THEY VIE FOR POWER. 


It's time to look at the world the way Vikings did. 
Europe was not a strong and growing network of 
civilization struggling against centuries of darkness; 
it's a series of ill-defended pots of gold and loot, 
ripe for the plunder. The Vikings set forth not with 
high crusading ideals of bringing their unique 
enlightenment to the heathens, but with the high 
crusading ideal of having a good time on other peo- 
ple’s property, with other people’s booze, money 
and dates. Well, for the most part, anyway. 
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Towns dot the countryside, rich repositories of the 
plunder you and your men seek. 


Hammer of the Gods 
by New World Computing 


Game Summary 
Be a loud and raucous Viking. Storm the 
ports of Europe, striking fear into the hearts 
of lesser men. Build large empires dedicated 
to the gods you choose (human, dwarven, 
elven or troll). Sing loud songs. 


Overall 8) % 


386 or faster, VGA 

4 Meg RAM, CD-ROM 
All major 

sound cards 

Mouse, Keyboard 

PC and compatibles 


Rating: 


Requirements: 
Sound Support: 


Controller: 
Available for: 


Retail Price: 


Hard Drive Space: 2.5 Mea 


No. of Players: One player (4 remote) 


THE SOFTWARE ROLODEX 


New World Computing 
29800 Agoura Road 
Suite 200 
Agoura Hills, CA 91301 
(818) 889-5600 
(818) 889-5682 
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Storm civilization with barbarian hordes. Earn the favor 
of gods and use non-human troops like trolls. 


Hammer of the Gods invites you to take com- 
mand of the ravening Viking hordes in a quest to 
earn the favor of Odin while still on Midgard. First, 
choose the path you'll tread to earn your way to 
Odin’s right hand. The Human path focuses on the 
acquisition of puissant magical items. The Elven 
path is the path of fertility; to succeed, many new 
colonies must be founded and certain levels of pop- 
ulation must be met. The Troll path concentrates on 
abilities and activities martial, while the Dwarven 
path holds gold as its dearest achievement. 

Then the quests begin. Pleasing a god can be as 
simple as offering up a daughter for marriage, or as 
difficult as slaying a dragon. Complete the quest, 
and you'll have access to other gods as well as 
rewards from the questee: magic items, special 
abilities and troops. Eventually, you'll obtain a quest 
from Odin himself. 

But you're not the only Viking clan abroad in the 
lands. The other three paths are taken by computer 
players (or humans by e-mail, network or modem 
play), and the world isn’t big enough for all of you. 
You must complete your quests before they can 
complete theirs. And while alliance brings with it 
many rewards including trade and security, Odin 
will demand that you control the lion’s share of your 
specialty, be it population, troops, gold or magic. 


ITY OF ANT = =. 
S315 NOT NeE<essarr. 


Compiete quests for lesser powers to earn the right to 
speak to higher ones. Odin is the last stop. 
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HOG is something of a disappointment to me. 
The same design team produced Merchant 
Prince, one of the best strategy games I’ve 
ever played. HOG isn’t bad; it’s just not great. 
It's an empire builder with no methods for con- 
trolling your growth, an@/no way, to improve 
your lot, The purpose of the game is simply to 
produce Jotsnof units to fightsthié other players 
with and complete quests with; thisyrequires |it- 
tle thought, as,does the@\rather flat combat 
engine. The guests, while an innovative design 
concept, are often ridiculously easy to com- 
plete. The lack of feedback is appalling; your 
castles don't inform you when they raid or 
respond to raids, and you don't know when 
your cities grow unless you check. HOG con- 
tains hours of enjoyment; it’s just not detailed 
enough for my tastes. -Kevin 
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My expectations were, admittedly, high for this 
game. Holistic Design (formerly Several Dudes 
Holistic Gaming) were responsible for 
Merchant Prince; | wanted to see them outdo 
themselves. While the concept for HOG is a 
good one, there isnot nearly 6Aough attention 
to detail to merit Serious consideration from 
builder fans. Some of the questsyarée incompre- 
hensibly easy Gespite their position near the 
top of the quest ladder. There iS no serious 
trading going on in the gamé, and the only way 
you can get your cities to grow is to let time 
pass. There is a strange graphics glitch that 
caused the game to slow to a crawl when mov- 
ing units, and the sound and music are below 
par (considering how good both of those 
aspects were in MP). Some people might call 
this good, but I’m not one of them. -Ted 
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Hammer of the Gods is a lot like a ship head- 
ing to a destination with an empty hold; it will 
get there, but for no real reason. The planning 
for the game seems to be there, but the execu- 
tion fails. There are only a handful of elements 
in the gamewand.none ofdhemereally become 
established properly. |here’s exploration, but 
there iS nOt.that much to find @xcept other 
cities and some temples. There's combat, but 
it's simply might that prevails with little or no 
strategy involved. There's aeConomy, but 
only in the form of gold pieces*and'trading just 
happens behind the scenes. | was frustrated 
by the fact that only heroes can carry magic 
items, so if they all die in a battle the item will 
be abandoned until you can get a hero there to 
pick it up. Heroes do not come along very 
often. It might be good in PBEM. -Tasos 


SICK OF 
DOOM 
YET? 


>>pmolyneuxGea.Bullfrog.com (Peter Molyneux): >“Never!” I hear you say, 
>“Besides what else is there?” Well, there’s Magic Carpet (tm) for one. 
>>It’s fresh, innovative, with breakthrough technology. Let me give 

>you some reasons why Magic Carpet soars above all the Doom-style games.>> 


Why Walk When You Can Fly? 


>>Flying is truly the 
>only way to go. 
>>In Magic Carpet you 
>rip and dive through 
>a 3D fractal world. 
>>The landscapes morph in real-time 
>while the frame rate stays high. 
>>We like it.>> 


>>The outdoors 
>are nice. 

>>Wouldn’t you 

>say?>> 


>>With 50 different worlds to romp and 
>leave a path of destruction through, you’1l 
>never get claustrophobic. >Of course, that 
>also means no easy corners to protect you 
>from the hordes of unrelenting beasts.>> 


Why Not Double Your Pleasure? 


oe E — 
» PRESS THE SPACE BAR TO CONTINUE. 


>>And you thought your 
>company’s productivity 
>was hurt before? 

>>Magic Carpet handles 
>to 8 players on a network. 

>>If that weren’t enough, 
>we have a 3D mode that 
>requires glasses anda 
>stereogram mode. 

>>VR helmets too.>> 


Variety Is The Spice Of Life. Right? 


< >>Doom gives you the 
— ‘Sania >BFG9000. 
=a >>They should’ve called 
>it the “B.F.D.” >Magic Carpet gives you a 
>lot of wicked spells. >(24, for people who 
>like numbers.) >The result is a variety 
>of imaginative ways to kill things: 
>>lightning storms, volcanos, meteors.>> 


FROM 
BULLFROG PRODUCTIONS” 


AVAILABLE NOW 
Check your local Retailer or call 1-800-245-4525. 


>>I£ you don’t believe these marketing weasels—check it out yourself... 
>Download the demo from any of the following locations:>> 


INTERNET : ftp.ea.com (in the \pub directory) 
COMPUSERVE’: Game Publishers A Forum\Electronic Arts (GO GAMEAPUB) 


AMERICA ON-LINE : Keyword PC-GAMES (in the \demos directory) 

Or search for the carpet.zip file on your favorite service 
> 
>>Or go Analog and dial 1-800-245-4525 and we’ll send you the demo 
>for $2.95 (cheap marketing bastards won’t cover shipping and handling). 
. 
>>Or for $52 we can send you the entire product with a 14-day money 
>back guarantee.>> 

> 

> 

> 


| Peter Molyneux 
Disclaimer: EA does not know I’m posting this message. 
(pmolyneuxGea.Bullfrog.com) 


ROM 


©1994 Bullfrog: Productions. Magic Carpet, Bullfrog and the Bullfrog logo are trademarks of Bullfrog Productions, Ltd. 
Doom is a trademark of Id Software. All other trademarks are property of their respective holders. 


ty Limits, 
Beyond the Boundaries of 
« Desire. 


2 NOCTROPOLIS. It glitters before 
ee you, with menace and allure. Does the 
a Bae Succubus bend to you in tenderness or 
i carnal rage? Will you escape the corrupt 
Sea longings of the surgically 
\= il : sadistic Master Macabre? Can 


you keep the Sovereign of 
darkness from the light? 
Come into the city. And enter 


ting. Why don 
er? The Tun is just 


a nightmare only consummate 


evil could conceive. 
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The graphics are gorgeous. The characters, devious and 


debauched. And the story for mature audiences only. 


} os nee 
a my 
. Set 


More than 2 
hours of 
non-linear 


digitized 


VO (TROPOLIS. 


The City of Night 
) ae An Adventure in Depravity 


FLASHPOINT 


PRODUCT “Ss 


CONTAINS 
MATURE 


THEMES 
NGG a 


ELECTRONIC ARTS* the Fiashpoint iogo is a trademark of Flashpoint Productions, Inc. The Electronic Arts logo is a registered trademark of Electronic Arts. Noctropolis is a trademark of Electronic Arts 


Relentless: Twinsen’s Adventure 
by Electronic Arts 


Game Summary 
The tyrannous Dr. Funrock is ruling the 
world of Twinsun through the use of his new 
found technology. It is Twinsen’s destiny to 
stop Dr. Funfrock and restore the planet to 


Overall 
486/25+, 4 MB RAM 


SVGA, 1x CD-ROM drive 
Sound Blaster 

and. compatibles 
Controller: Keyboard 
Available for: PC and compatibles 


Designed by: Adeline Software 


Distributed by: Electronic Arts 
Retail Price: N/A 
Hard Drive Space: 10 Meg 
No. of Players: One player 


Rating: 
Requirements: 


Sound Support: 


Hard Dive Space. St | AO Mead 
THE SOFTWARE ROLODEX 
Electronic Arts 


1450 Fashion Island Blvd. 
San Mateo, CA 94404-2064 
(415) 571-7171 
Fax: (415) 571-7993 
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There's no time for a stroll in the park since Dr. 
Funfrock might be watching. 


Ever get the feeling that the weight of the world Is 
on your shoulders? For Twinsen, the revelation 
manifested itself in a dream that was sent by the 
Goddess Sendell. From that day on, the job of sav- 
ing the planet of Twinsun would become his life’s 
destiny. 

Twinsun is an extraordinary world that is best 
described by its name. It is heated by two suns that 
Shine down on opposite hemispheres leaving a ring 
of ice like a belt around its middle. The four main 
species of Twinsun lived together in harmony. 
Quetches, the species that Twinsen belongs to, are 
distinguished by the ponytails on their heads. The 
Grobos look like elephants, and the Rabibunnies 
look like a cross between a hare and a Greyhound. 
The Spheros can best be described as round, port- 


ONLY 
TWINSEN CAN 
STOP THE 


EVIL Dr. 
FUNFROCK 


THIS IS HIS DESTINY 


REVEALED IN A DREAM... 


avoid those who will try to stop him. 


ly little guys and not much else. It was not neces- 
sarily paradise, but they liked it. 

So why does Twinsen begin the game imprisoned 
in a hospital? Dr. Funfrock some time ago had dis- 
covered two technologies that would give him the 
ability to control all of Twinsun. The first was 
cloning that allows him to duplicate any of the 
species to create and extensive army. The other is 
teleportation so that he can distribute his cloned 
soldiers to any of the many pods that are placed 
throughout the planet. Equipped with advanced 
weapons, it did not take long before these clones 
and Dr. Funfrock would take over. 

Like most tyrannical dictators, Dr. Funfrock rules 
with a heavy hand and has plenty of prison space 
to lock away any opposition. When he heard about 
the dream Twinsen had had he sought him out and 
locked him up. But Twinsen is too “Relentless” to 
give up so easily. He must get out of his cell and 
the hospital to seek out those who can help him. 


Dr. Funfrock is definitely a megalomaniac as is evident 
by the size of these busts. 


Normal — 


You must put Twinsen into the appropriate behavioral 
mode depending on the circumstance and situation. 


But the town is teeming with soldiers so he has to 
walk carefully and run when he is discovered. The 
clones are not very bright, but they do carry some 
powerful guns. 

Twinsen can be put into four behavior modes that 
will give him the abilities he needs to survive. In 
Normal mode, he walks at a normal pace and can 
talk to people, use items, maneuver levers and 
grates, investigate areas, and open closets, doors, 
etc. In Athletic mode, he is able to run and jump. 
Aggressive mode causes Twinsen to put up his 
dukes and take on a foe. When he should practice 
discretion, Twinsen can be put into Discreet mode 
so that he can tip-toe past an adversary or crouch 
down and hide. 

There are some objects that, if he looks carefully, 
Twinsen can find to assist him. Money always 
helps, and he will need some to get around. Hearts 
will boost his health and Lucky Clovers will restore 
him completely when he really needs it, although 
they can only be stored in Clover Boxes. After 
Twinsen recovers his Magic Ball, Magic Flasks will 
boost his power to use it. The Magic Ball will be his 
best friend throughout his quest and can be used 
as a weapon or to retrieve thrown keys and to acti- 
vate switches. 

The beautiful SVGA graphics might be the most 
attractive part of the game as the detail is sharp, 
the colors vibrant and the artwork fantastical. 
Smooth animations help bring the characters of 
Twinsun to life, as do the voices in digital speech 
that are often reminiscent of the animated feature 
film Who Shot Roger Rabbit? 

There is plenty for Twinsen to explore and he will 
have to leave no stone unturned. Saving a planet 
from an evil dictator is no easy task, especially 
when the citizens are mostly powerless against 
him. But Twinsen ee eet eet forthe job. —__ 


Ah, free at last! Well, not quite. It's more dangerous on 
the outside than it is on the inside. 


ae eck ti ha kL La RL oa a a UL niente md enh me ngenl nd neiet 


look and feel are quite different fro 


pralantlaas | is a 1 decidedly siterout Kind of 
adventure game, a sort of Alone in the Dark 
for a Saturday morning TV audience. That isn’t 
to say that it’s aimed at children; rather, the 
setting and characters are baroquely weird 
and aggressively fantastic, with an overlay of 
the standard go-defeat-the-evil-wizg 
game itself seems to enforce this ca 
sibility with animation-sharp grap 
sound effects, and caricature chare 
all mysteriously share about fot 
between them. In other ways than at 
and storyline, however, this game is very dif- 
ferent from standard PC fare—but different in 
often inferior ways. The biggest problem lies in 
the lack of a voluntary save feature. 
Relentless will automatically save for you 


when it feels you've gotten to an appropriate 


Relentless is, ah... 


with its rather unique interface, but, once 
was accomplished, Relentless proved 
more than a little depth of play. Al 


esque games, you quickly learn t 
strengths and weaknesses of your 
as well as how to most effectively dé 
them. The three-quarter perspective on the 
action can make Twinsen, the lead character, 
somewhat difficult to control; it took me about 
an hour-and-a-half to feel even somewhat 


eS accomplished with the control scheme. While | 


__ wouldn't ordinarily recommend a game whose _ 


When | pvetiewes this game in the December 


issue | was quite impressed with what | saw. 
The hi-res graphics are as aesthetically pleas- 
ing as they are functional to bring this fantasy 
world to life. The subtle use of shading gives 
objects a three dimensional look, but their 
geometrical shapes make them 
metallic or unnatural in appearance 
games, this quality might make the 
artificial and therefore unattractive. 
many different hues give the environme 
own dimension making it unique and 
any other game. Character animations are 
wonderfully fluid and natural, though some- 
times exaggerated, especially with Twinsen, 
although it’s excusable for him since his 
motions exemplify the behavioral mode he is 


_in. In a strange web of corporate affiliations, 


been freertoexplore it, 


unusual. \t combines ele- 
_ ments of arcade action and graphic adventure, 
_ but it can’t be easily pigeonholed into either 
_ Class of game. What it is, however, is enjoy- 
~ able. It took me some time to get comfortable 


er. Maybe they'll putoutapatch, 


_ et. Get this game, you'll be amazed. _ 


point. The aril claims this restriction is SO we 
can keep our minds clear of this distraction: 
thanks, but no thanks. Without a voluntary save | 
feature, the player is forced to endure doing the 
exact things over and over again due to an earlier 
mistake. Repetition is the bane of the adventure 
d a simple save option would have elimi- 
0 much of it. The other failing is in the 
implicity of the engine. While it’s easy 
to do something, he can only do 
scripted. Interaction with objects, 
e environment are limited to hitting. 
the action button and watching what happens. In 
other words, you get to be the body while the 
designers have written your mind for you. 
Relentless has an unusually beautiful and strong 
vision of an adventuring world; | just wish | had 
Kevin _ 


control takes so eho to learn, Felontlass is the| 
exception to the rule. This is due to the game’s. 
depth and storyline, both of which entranced me. | 
found it almost as difficult to walk away from this 
game as | did from Doom, though more for intel- 
easons than visceral ones. The NPCs play 


in the game, providing you with clues 
might want to do next; this is appre- 
for most of the game you wander 
g for such clues. The one thing | wish 
had provided was some semblance of 
save game” feature. It is inordinately hard. 
to understand this aspect of the game’s control, 
since saving your game should be one of the easi-. 
est things to do. If this feature were as well-imple- 
mented as the other features in the game, | 
Relentless would have scored several points high- | 


Ted | 


Adeline Software, the developers, also worked on. 
the Alone In The Dark series, therefore explaining | 
the superb animations which even seem to have | 
been taken a bit further. On the audio side, the. 
music contributes to the atmosphere and is not. 
obnoxious whatsoever. It sparkles through a good. 


nd speakers in general MIDI or other: 
gs. The speech is as good as and. 
e voices from Who Framed Roger. 
metimes it gets repetitive and the char-. 
on serve no other purpose then to. 
t to do and how to do it. Likewise, 
you are almost immediately thrust into a very hos- | 
tile world where there are guards of various sorts 
everywhere that you are powerless against until | 
you find your weapon. That’s when the plot begins. 
and Twinsen can go somewhere else on the plan-. 
_-Tasos_ 
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He Who Laughs, 
Lasts. 


IN BOOK THREE OF the Legend of Kyrandia, you become Malcolm—the infamous Court 


Jester of Kyrandia. And you have one last chance to save your rude, misunderstood hide. 


GO TO THE ENDS of the Earth armed with swimfins and an inflatable pool toy as you 


attempt to solve the murders behind the mad monarchy. But be careful, because your country 
despises you. The Underworld entices you. And pirates double-cross you. It’s a fantasy 


world filled with magic—and the trick is to stay alive. 


FEATURES 


34 CONTROL MALCOLM’S MISCHIEVOUS PERSONALITY 
and hilarious mouth with Westwood Studios’ new inter- 
active Moodometer. When conversing with Kyrandians, 


does it pay to be nice, normal or lie like crazy? 


ENTER OVER 80 WILD SCENES rendered in deliriously 
advanced 3-D graphics! Discover harder puzzles, more 
absurd magic and good and bad consciences that offer 
dubious advice. 


WITH OUR “NO-CLICK” INTERFACING, assess options 
by simply moving your mouse to the lower screen. 
The action’s faster and the graphics are bigger. 


ALTHOUGH MALCOLM’S WARPED, our new Supersound 
is exceptionally clear. Along with lively music, you'll 


hear real Kyrandian sound effects. 


THE KYRANDIA TRILOGY 


7  topmetemmss NOW AVAILABLE: 
yrandia B © | INVPANGIA ly The Legend of Kyrandia, 
HOOK Two ee — Book Three: Malcolm’s Revenge 


ae VAILABLE: AVAILABLE ON PC CD-ROM 
The Legend of Kyrandia: Book One 


The Legettd of Kyrandia, Distributed Yo } 
Book Two: The Hand of Fate exclusively by ya 


Fables and Fiends, The Legend of Kyrandia and Malcolm's Revenge are trademarks of Westwood Studios, Inc. ©1994 Westwood Studios, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 


COMING UP ON THE 
HEADING. . .IMPACT! 


EVEN IF YOU’VE COMMANDED GROUND TROOPS, 
DIRECTING FIGHTER JETS IS A WHOLE OTHER BALL OF WAX. 


Take to the skies, but leave 
your joystick on the shelf. This 
is air warfare done tactically. 
You won't be flying any planes, 

| not directly anyway, just giving 
commands to the pilots and 
telling them how and where to fly. 
This popular game for the Mac is now a sequel 
and is also available for the PC. There’s nothing 
like getting hands-on instruction, and the manual 
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In the Weapons Room you must decide how to arm the 
planes and what formation they will approach in. 


Flight Commander 2 
by Avalon Hill 


Game Summary 
Command a squadron of different fighter 
jets in a variety of missions in the style of a 
turn-based tactical simulator. Jump right into 
a battle or start a campaign to gain your pool 
of pilots experience and promotions. 


Rating: 92% 


Requirements: 


Ms-Windows 3.1, 4 MB RAM 
VGA or SVGA , CD-ROM drive 


Sound Support: Most major sound cards 


| Controller: 
Available for: 


Mouse or Keyboard 
PC and compatibles 
ig Time Software 
Avalon Hill 


Retail Price: 
Hard Drive Space: 1.Meq 


No. of Players: One player 


THE SOFTWARE ROLODEX 
The Avalon Hill Game Company 


4517 Harford Road 
Baltimore, MD 21214 
(410) 254-9200 
Fax: (410) 254-0991 
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Air combat is more than just a Top Gun-fly-by-the-seat- 
of-your-pants experience. 


comes with two tutorials. The first will take you 
through a single battle and show you how to per- 
form an attack on a cluster of ground targets. Go 
after any AAA vehicles or SCUD launchers first if 
you want to live long enough to rack one up for 
yourself. 

The individual battles are fun for some practice 
and to familiarize yourself with the way things oper- 
ate, but the real game lies within the campaigns. 
Each one contains a number of missions and you 
are given a pool of pilots to choose from in the 
Pilot's Lounge. They all have their own strengths 
and weaknesses so you want to pick the right ones 
for the job. Depending on how tough they are, they 
might be worn out after a couple of missions, so 
ground them if they’re tired. 

The next step is to arm their planes in the 
Weapons Room and choose how they will 
approach their objective, then launch! Once they’re 
in the air the controls are all yours. The combat is 
turned-based and you will need to direct every 
plane as to what they should do on their next turn. 
The ones who excel might be given combat honors 
when they return and an increase in their abilities. 

You can build your own missions, too, and within 
a couple of months, a new campaign builder will be 
available. 
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In ground attacks, you'll want to get to any targets that 
can make you a target first. 
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Avalon Hill has taken the reins of one of the 
best tactical wargames available for the Mac, 
updated and upgraded it and made it available 
for Windows. No other game on the market 
captures the feel of a strategic boardgame like 
FC2 dogs This iSathe braiS Or Commanding jet 
fightef Squadrons), notaire adrenaline and 
reflex; KeVboardeplanning versus joystick jock- 
eying. | Knewiittie about niedem,air combat 
before playiag@ tne first Gs; now Know plenty. 
And that ka@wiedge isn a@¢omparison of roll 
rates, either—it’s real information about 
weapons use and tactical capabilities of every 
major aircraft used in the last fifty years. The 
random battle option can keep your playing for 
many moons, while the campaigns provide a 
reason to go on. Strategy fans cannot go 
wrong with this product. -Kevin 
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Flight Commander 2 for Windows is about as 


nice a wargame as you'll see on that platform. 


The interface is well-built, offering you the 


_ choice of direct screen manipulation via but- 


tons or pull-down menus to perform actions 
vital to thet@aimie, While ti@"Gaime is about as 
visually Sumutating»as other’ Windows games, 
the graphics aré very good; yOuycan easily 
make OU Gilfering weap@nryeven in the 


_ zoomed-out mode. Whilethetndividual battles 
and campaigns’are fur t0 play, the generated 


battles are where I'll be spending my time. The 


_ beautiful thing about this aspect of the game is 
_ that it can be saved for future play. | simply 
_ save my game before moving any pieces: if | 


like the battle setup, | keep it; if | don’t like it, | 


delete it. A beautiful piece of work from the 
guys at Big Time. oe -Ted 
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| never got to play the first Flight Commander 
on the Mac, and from watching others it looked 
like the manual was a must before even 
attempting it. When | ran through a tutorial for 
FC2, | was pleased to discover how easy it 
was to leanamAfier you idgmtifyatine sections of 
the intéface"and what they do, Using it was 
simple, And singeeC2 1s turn-based, you can 
play at 'YOUr OWN Pace. YOu can’tireally realize 
the strengths'Of Me gameé design until you get 
into the campaigns, though. When you have to 
deal with“the*pilots abilitieS*and conditions. 
Like most great games, FC2 is easy to play 
and doesn’t impede the player with a lot of 
unnecessary details that would be better left to 
the Al. Instead, you can really exercise your 
creative muscle and play in air combat like you 
would a game of chess. -Tasos 
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For more information contact: 

ReadySoft Incorporated 

3375 14th Ave., Units 7 & 8 

Markham, Ontario Canada L3R 0H2 

Tel: (905) 475-4801 _ Fax: (905) 475-4802 
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© 1994 Silmarils — All rights reserved. Robinson’s Requiem isa trademark of Societe Silmarils. _ Distributed by ReadySoft Incorporated. 
3D0, the 3D0 logos, and Interactive Multiplayer are trademarks of The 3D0 Company. 


NONE SHALL PASS THE 


POWERFUL DEATH GATE. . . 


LEGEND’S DEATH GATE FEATURES A STORY BASED ON THE 
WORKS OF MARGARET WEIS AND TRACY HICKMAN. 


Many years ago, the Earth 
| was whole. That was until a 
| race called the Sartans decided 
| to sunder the planet into sever- 
| al different magical realms. 

' They did this by smashing the 
World Seal which divided the world, each realm 
being kept separate from the others by a powerful 
seal called the Death Gate. 


This severing of the world caused humanity to be 


This elegant room has the unmistakable touch of Sartan 
» architecture. Xar sits before you, studying a tome. 


Death Gate features digitized voice for all of the more 
than forty characters. 


Death Gate 


by Legend Entertainment 


Game Summary 
The world has been separated into differ- 
ent magical realms, each divided from the 
others by a powerful Death Gate. It is your 
quest to restore the world by reforming the 
World Seal. 


Overall 


CD-ROM, 386/33 or better, 
VGA/Super VGA, 4 Meg RAM 
Sound Blaster, Ad Lib, Roland, 
Pro Audio Spectrum 
Controller: Mouse, Keyboard 


Available for: PC and compatibles 


Legend Entertainment 


Requirements: 


Sound Support: 


Accolade 
Retail Price: $59.95 
Hard Drive Space: 5 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Legend Entertainment 


14200 Park Meadow Drive 
Chantilly, VA 22021 
(703) 222-8500 
Fax: (703) 968-5151 
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Use Magic on the steering stone 


To create new spells, you must combine various runes 
in new and different combinations. 


fragmented into small enclaves. Much knowledge 
was lost, and magic became corrupted. Your peo- 
ple, a race known as the Patryns, have been 
trapped in a living nightmare world called Labyrinth. 
It is here that the Patryns have become twisted by 
their evil land, and the people are now bent on 
destruction and revenge on the hated Sartan race. 

This is your quest. You have been born in this 
unforgiving and inhospitable world, and you have 
escaped. Now, before you is your duty. You must 
destroy the Death Gate and reform the World Seal, 
bringing the various aspects of the world back 
together. Only then can you be revenged on the 
sartan. Only then can your people be freed from 
their daily torment. 

Death Gate is based on the works of NY Times 
best-selling authors Margaret Weis and Tracy 
Hickman. This allows Death Gate to succeed where 
many games fail: it tells an interesting, well-created 
and designed story. The package includes a new 
short story by the two authors as well. 

Death Gate features stellar graphics and sound to 
match the exciting adventure. Using the updated 
Legend interface makes this one of the easiest 
games to play on the market. Easy to play, but not 
easy to win—some of the puzzles are devilishly dif- 
ficult. Prepare yourself for the ultimate adventure. 


a 


One of your several maps, this will help you navigate 
from place to place and world to world. 
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Legend is going to make a mint with these 

things. Death Gate is the first in what is sup- 
posed to be a series of partnership games, 

where Legend provides the computer game 
and Del Rey novels and novelists provide the} 
worlds and fiction, It's agfarriage.that works. 

Legend knows adventure games, ,and their 
Xanth-style interface works well Mere. The 
authors (in this Case the prolific Weis-Hickman| 
partnership) Know fantasy, fiction; the world, 
characters and storyline presented in DG is| 
deeper and more dramatic than typical gamer 
fare. The magic system is both innovative and 
easy to use, a rare combination. The puzzles 
are difficult, but still retain an underlying logic. 
All in all, adventure game fans can’t go wrong 
with a game that impresses me, the adventure 
game nemesis. -Kevin 
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Leave it to Legend to sign a deal with Del Rey 
books; this gives them first dibs on converting 
Del Rey’s books into games. Because Del Rey 
has a huge stable of science fiction and fanta- 
sy luminaries, Legend should be turning out 
some brilliant Games; Death Gate is the first, 
and it's a good one, Death Gate is your quin- 


_ tessential graphical adventure game: hotspot 


mouse Interface, linear plot, stati¢ rooms, etc. 


- The storyline 1s fich, making the game not only 


compelling, but huge. Based on my experience 
with the game, there’s probably an average of 
about thirty-five to forty hours of game play 
here. The puzzles are excellent; | had to: 
restore from a saved position more than once. 
The voice characterizations are well-read, and 
the music and graphics are nothing short of 
superlative. -Ted 
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Death Gate has a storybook look and feel, 
which may come as no surprise since the story 
is from a series of novels. The SVGA artwork 
looks as if it is still in the original medium that it 
was rendered in by the artist, therefore 
enhancing thisseffect. Witheminimal animation, 
it loses wirtually nothing’ and in fact benefits 
from the absence by simply giving you a 
glimpse atthe world and then letting you par- 
ticipate in it, not try to maké you a part of it. 
Unlike other graphic adventures, you won't 
have to look atevery minute’detail to find what 
you need. Objects are mainly out in the open, 
but you have to figure out how to gain access 
to them. Sometimes you have to solve a puz- 
zle to get what you need, making it a more 
cerebral experience. For graphic adventures, 
DG deviates from the norm. -Tasos 


IT’S NOT THE GAME, IT’S THE COMPETITION. 
REAL, LIVE, COMPETITION! 


Discover a new world! Start Exploring Your Own 
Let’s face it. You think playing against a computer is fun? ImagiNation With 5 FREE Hour ‘| 
It can be, sometimes. But it’s missin ething: ) 

can be, sometimes. But it’s missing something i What Vin 7 - 


Another living, breathing opponent like YOU! All you need 

7 _ A Starter Kit in the mail, usually less than 
a week after your request. But don't delay. 
Call now! 


Z. A brand new membership with 5 free 
hours of network time to use within the first 


to get your heart rate up is a computer, modem 


and your ImagiNation!” 
The ImagiNation 


Network delivers the 
estoansienttiern finale 30 days to get acquainted with new friends. 
After you use your free hours, you'll be billed 
at arate of $3.50 per hour during the first 
month. Each month you remain a member, 
youll be billed just $9.95 which includes 
5 free hours; additional hours are billed 


$3.50 each. 


country right to your 


home. And thousands of 
other opponents are just 


waiting for you to show up. 


) . ou sign 0" _ = 
, ; map.--what you Il see when J 3. A free subscription to /maginings, the members-only 
; n mep , . ' 
H The ImagiNan? full color newsletter that highlights coming attractions and 
Ome 
entertainment, redefined... 


features profiles of members and on-line celebrities. 


Here’s All You Need... 


7. I have at least a 386sx or better with a hard drive and 4MB 
RAM. I also have VGA graphics and a Microsoft-compatible 


Mouse. 


[Imagination has the classic board and card games we all grew 


up with, like bridge, chess, 


and hearts. But that’s 


2 . You bet I have at least a 2400 baud modem. You think | 


want to have all this fun by myself? 


only the beginning. 


Spend time with a 
3. To use ImagiNation requires a major credit card. 


noted actor or | 
I have one! 


q. ImagiNation. Of course I have that. Are you crazy? 


writer in one 
of our regular 


forums. (It's your And if you need help installing your ImagiNation Network 


= software, or using it, just give us a call. 
chance to ask that ee pt eee 


fiaiiiiararnoen ayes 


burning question the And well give you \| AGIN ATION 
it! 

salleRowe hoe 5 Free Hours to prove 1t! a 

forgot.) Meet new friends you didn’t know you had when you ] - § OO-]|M At. | N= ] 


share your interests and hobbies. (1-800-462-4461) 


Offer Source Code: 830. Offer expires 2/28/95. 


Offer valid to new members only. © 1994 The ImagiNation Network. All rights reserved. The ImagiNation Network reserves the right to change features, rates, or specifications at any time. 


MAKE IT TO THE BIG DANCE 
BABY! ALL THE WAY! 


PICK YOUR ALMA MATER OR YOUR FAVORITE TEAM AND 
LEAD THEM ALL THE WAY TO THE NCAA CHAMPIONSHIP. 


Last year’s basketball tournament is long over 
and everyone knows who the 1994 champion was. 
But just because your favorite team lost in the first 
round doesn’t mean they couldn't have gone all the 
way. Maybe they needed your help both on and off 
the court. 

NCAA Road To The Final Four 2 lets you relive 
those exciting moments from the 1994 tournament. 
Choose which team you will command and lead 
them through all of the games right to the Final 
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Play-by-play appears in text at the bottom of the win- 
dow to keep you in touch if you miss something. 


NCAA Road To The Final Four 
by Bethesda Softworks 


Game Summary 
Relive the 1994 NCAA Tournament with all 
of the teams and rosters from that year. 
Command your favorite school all the way to 
the Final Four and then hopefully on to the 
Championship game. 


Overall rs 3 of 

Rating: o 
Requirements: 386SX+, 3MB RAM 
VGA, MS-DOS 4.01 
Sound Support: Roland, AdLib, 
Sound Blaster and compatibles 
Bethesda 
: : Bethesda 
Retail Price: $59.95 


No. of Players: One or Two players 


THE SOFTWARE ROLODEX 
Bethesda Softworks 


1370 Piccard Drive 
Rockville, MD 20850 
(301) 926-8300 
Fax: (301) 926-8010 
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Call in any play changes from the bench while the 
action happens on the court. 


Four. Keep an eye on the fatigue levels of the play- 
ers on the floor and make your substitutions at the 
first opportunity. If everyone is sucking some heavy 
wind, call a time out and think your next strategy 
through. Come out with a fast break to put some 
pressure on the ball, or drop back into a zone and 
force them to get their points from long range. Get 
the ball up the floor quickly and set up a Give and 
Go to your best player. 

For realistic action, each player is controlled by 
an individual artificial intelligence, based on actual 
Statistics for the players from all of the tournament 
rosters. If you don't think they match the player’s 
actual abilities, change them as you like or add 
yourself to the starting team. 

A full 360-degree viewing perspective lets you 
watch the action from just about any perspective. 
Get in close and take control of a player yourself, or 
watch from the bench and shout in the plays as the 
guy in the cheap suit with the big gut. 

The multi-layer digital VoxFX sound engine brings 
all of the sounds to life. Hear the dribble of the ball 
and the squeak of the sneakers on a clean hard 
wood surface. 

Take on computer opponents or a friend. If he or 
she is from a rival school, tell them to put their 
money where there mouth is and take them on. 
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tution period for every player. 
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Let’s start with the good news: NCAA2 
appears to be built on a reasonably accurate 
statistical basis. Beyond that, though, we’ve 
got problems. This game is a last-year leftover 
and it shows. The graphics are so poor at 
showing in4@losé action that you have no hope 
of controlling any of the players themselves. As 
a coaching simiation, NCAA2%sm.t too bad, as 
long ag youdont try, to follow'the action on the 
screen 100, closely, While the teams in the tour- 
nament are locked in, yOu Can redistribute the 
seeding and change player statistics at will, 
allowing you to mold a new tournament in the 
image of the old. Unfortunately, the interface 
both in the game and outside of the game is 
clunky and has a hacked-together beta feel, 
inexcusable for a game that was ready for 
release months ago. -Kevin 
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Sorry boys. As any ‘Hoo could tell you, UVA’s 
team colors are not orange and black. Even at 
SVGA resolution, the colors were still orange 
and black. While this is a tiny problem, it is only 
one of many problems with this game. 
Coaching a/team has beef! béiled down to its 
most simplStic; while{this 1S Aot\much of a 
problem/10F Mea(since I’m not muh of a bas- 
ketball fan), recognize thai#there are a lot of 
peoplé who would appreciate being given 
some degree Of Choice in the matter. The 
graphics, unique as they may be, are disagree- 
able to look at. There are no background 
graphics during game play; this is not only dis- 
concerting, it makes the game’s realism suffer. 
And don’t even joke about trying for player 
control, as the game’s control routines and 
graphics are not up to the job. -Ted 
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Somebody make a good basketball game for 
the PC. Please?! | never played the first NCAA 
game, but | heard it wasn’t very good. Sequels 
are usually an improvement over the original 

as the developers hear their beloved fans and 
do their biddinggBethescagmust have their pro- 
grammers logked up in confinement. If NCAA2 
is an improvement! would haté to see 1. From 
a coaching Standpointy it's not Unbearable, but 
the play Selection iS limited and you cannot, 
design your OWnwilhe player animations on the 
other hand seemPto have been left behind in 

the Alpha stage and forgotten completely. 

There are SVGA graphics, but who cares? So 
there are really hi-res players. They might as 
well be stick figures. | can’t believe someone at 
Bethesda saw this and said, “Ok, ready to go.” 
Guess again. -Tasos 
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Talk about insane. We packed Cyclemania with over 400MB of treacherous road footage, put it on a CD-ROM and 
threw you in the middle of it all. You’ve got six screaming bikes to Choose from and tons of obstacles like rocks, 
oncoming traffic, road pylons and guardrails to contend with. There are even different race and opposition levels to 
choose from. And when it comes to graphics, Cyclemania is about as advanced as it gets. We have technology that can 
actually scroll real road footage and synchronize it to the speed of your bike. Which, by the way, can reach 160 MPH. 
(Watch out for cows.) AS Computer Game Review puts it: “From a technical standpoint, this game is a winner. The 


digitized road footage looks stunning.” In other words, it’S as real as racing gets. Without that annoying death part. 


ClY|oLehidla 


A RACING GAME BY SPORT ACCOLADE 


Cyclemania is a trademark of Accolade, Inc. and is licensed by Compro Games U.K., Ltd. Sport Accolade and the Sport Accolade logo are trademarks of Accolade, Inc. ©1994 Accolade, Inc. 


PENTIUM PERFORMANCE: IS IT 
WORTH THE PRICE? 


FALCON NORTHWEST SHIPPED US ONE OF THEIR CUSTOM- 
BUILT SYSTEMS SO THAT WE COULD FIND OUT. 


Predictions for 1995: 


1) Windows 95, nee 4.0, nee Chicago, will be 
released one quarter late. Many industry analysts 
will hail it as the next generation of operating sys- 
tem. Game software developers will snooze off at 
the press conference, and gamers will affection- 
ately dub it “Windows Hoover.” 

2) Industry support for triple-soeed CD-ROM dri- 
ves, precarious in 1994, will completely evaporate 
in 1995. 

3) Technical support department hours will 
become an industry standard. There will be only 
one tech support department in the world, operat- 
ed by a third party company that got its start with 
the Publishers Clearinghouse Sweepstakes. You 
may already have won the chance to get through! 
All tech support staffers will have their names 
legally changed to Bob. 

4) Apekid shall rise again. 

5) With the release of Creative Labs’ 3DO board 
for the PC, Trip Hawkins will be exonerated for the The answer to the question posed in the headline is “yes,” particularly if you're considering a Falcon Northwest 
3DO fiasco he created last year. CGR will steal] system for your gaming needs. 

another of his private party badges at Winter CES. CGR doesn’t own a Pentium system for game ly cool car in high school, | now want a really cool 
6) Origin will develop a game that can only be testing, since it really isn’t proper, in our opinion, to computer. Thus, when everyone was breathing hot 
played on technology that hasn't been developed use technology that the majority of our readers are and heavy about the pending release of the 
yet. unable to attain at the present time. In fact, this is Pentium chip, | was right there with them. 

7) Intel will insist on pushing the marketing enve- one of the reasons we still keep a 386 around. It’s However, if there’s one lesson I’ve learned in the 
lope. Hot on the heels of the announcement of the simply not fair for us to buy hardware that wouldn't — computer biz, it’s that you should never buy the lat- 
P6 chip, they'll realize that their Pentium chip used fit comfortably within the budget of an average est technology. It takes time to test that technolo- 
to be called the P5 chip. Sextium, anyone? household or in the households of our average gy, to make sure that it does what it’s supposed to 
8) Someone, somewhere will develop a generic reader. It’s all well and fine for other magazines to do. Sure enough, there have been some painful 
accelerated VGA chip that will be backwards com- tell you about the latest $10,000 Azimuth-One problems with the Pentium chips along the way. 
patible with everything ever released for the PC. Super EISA-PCI-VLB-MGA Blazing Saddle Recall the Pentium-66/60 fiasco, where fully 85% 
9) The A20 gate will become obsolete. Not that it} | Scorched Earth computer; the simple fact is that of the 66MHz chips could not be run at full speed 
isn’t already. very few people are going to be able to buy it. due to internal heat dissipation problems; Intel sim- 
10) Arlan Levitan will continue to be occasionally While | do occasionally mention products that cost ply relabelled them as 60MHz chips. 

humorous, and Alice and Bill will remain consis- quite a bit of money, | look at them as a sort of It looks like the problems are going away. The 
tently humorous. “Wish Book” entry: something that I’d like (not Pentium-90 has been out for awhile now, and it 
11) Intel will take Atari Jaguar up on its challenge, need) to have, if only | had a bit more money. seems to be the chip of choice among Pentium 
and will learn to do the math. Alternatively, they’ll Consider it the difference between looking for a buyers. We seem to be receiving more mail these 
declare the Pentium’s floating point operations to new car at Chrysler and looking for a new car at days from folks interested in buying Pentiums. 
be an industry standard. Porsche. My needs dictate sensibility; my desires Seeing that, | called up Falcon Northwest one day 
12) We'll all get caught in a time loop of dictate flash. and told them that I’d love to take a look at a P90 
Brobdingnagian proportions, from which we will be Now that that’s out of the way, let’s get to system. They were gracious enough to send one 
unable to escape until the industry can agree on a Pentium envy. Intel keeps dropping the price of along. So, now that I’ve babbled on for half a page 
set of decent standards covering all hardware and their Pentium chips in an effort to lure buyers away without really saying anything about it, let me walk 
software. At the moment of exit, my cat will win from the current (but soon to fall by the wayside) you through what we got (and what you can get) 
the Nobel Peace Prize. 486 standard; this makes good business sense for from Falcon Northwest. 

13) The mere mention of the word “multimedia” them, as other companies produce their own 486- The computer we were shipped came configured 
will cause the heavens to open up, unleashing compatible chips. | always get this slack-jawed, as follows: mini-tower case with 250-watt power 
holy wrath against the speaker. Mankind will be drooling expression whenever | consider new tech- supply, 8MB 70ns RAM, 540MB 12ms Western 
free to pursue other interests. nology. In much the same way that | wanted a real- Digital hard drive, 5.25” (1.2MB) and 3.5” (1.44MB) 
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‘Combat Information Center- 
your play options 


— 
~ Sa, 


CD-ROM 
available now! 


floppy disk drives, CTX 15” flatscreen .28 dpi non- 
interlaced SVGA monitor, TEAC quad-spin CD- 
ROM drive, Diamond Stealth 64 VLB video card 
with 1MB VRAM, Focus 6000 keyboard, Dexxa 3- 
button mouse, CH Products Gamecard 3 
Automatic and Flightstick Pro and Sony D2K 20- 
watt satellite/subwoofer speaker system. The BIOS 
is from AMI, and the motherboard has 4 PCI, 3 ISA 
and 2 VLB slots. MS-DOS 6.2x and Windows 3.11 
are included, though you can specify whether you 
want Windows installed or not. | specifically asked 
them not to install Windows, since Windows games 
aren't as graphically intensive as DOS games tend 
to be. All of their systems come with a one year on- 
site service contract. 

Because Falcon Northwest custom builds all of 
its systems, don’t expect to have a system 
overnight. In contrast to mega-houses like Dell and 
Compaq, which generally have pre-built machines 
for sale, Falcon Northwest can take up to four 
weeks to get your machine built and shipped, par- 
ticularly if you're asking for special-use machines. 
Kelt Reeves, Falcon Northwest’s president and 
chief test pilot, spun me a tale of a Pentium 100 
machine that required a week of burn-in time in 
order to get the frame rate up as high as it would 
go (which finally wound up at 77). These are some 
serious gaming machines. : 

But how much will it cost to get into all of this? It 
depends on how you want your machine config- 
ured. For the machine they sent us, the price came 
to $3421.00; this strikes me as being pretty fair, 
considering the name-brand parts they use. Their 
technical support department is good, as well as 
personable. There are many options on Falcon 
Northwest systems; the Pentium 100 | mentioned 
above ran to right around $10,000, but it was an 
extreme case because of all the upgrades. 

Let’s begin with the items that Falcon Northwest 
will not compromise on. They'll only build you a 
system if you agree to a Western Digital hard drive 
(if you want a hard drive of 1GB or less) or a 
Micropolis hard drive (if you want more than 1GB). 
The reason is that they tested other drives in their 
systems and found that they couldn’t achieve the 
same kind of performance. Likewise, if you want a 
sound card in your system, it has to be from 
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Falcon Northwest 


263 South Bayshore Drive 
Coos Bay, Oregon 97420 
(800) 258-6778 / (503) 269-0775 
Fax: (503) 267-2575 


Pentium 90 
by Falcon Northwest 


Available for: PC and compatibles 
Designed by: Falcon Northwest 
Distributed by: Falcon Northwest 


Price as tested: $3421.00 
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| Creative Labs. If you're looking for a MIDI music 


card, they offer only the Roland SCC-1B or the 
wonderful Roland SCD daughterboards. Currently 
they are selling more Sound Blaster 16 
ASP/Roland SCC-1B combinations than anything 
else. Kelt tells me that, for Falcon Northwest, noth- 
ing else will do, and the reason is obvious: compati- 
bility. Their floppy drives are TEAC-only and the 
only keyboards they keep in stock are from Focus 
(since Focus is the recognized leader). If you read 
the December hardware section, you'll be well 
aware of my views on the APC uninterruptable 
power supplies; Falcon Northwest is also bullish on 
this company, apparently, since it’s the only compa- 
ny listed on their spec sheets for power supplies. 

Falcon Northwest's parts database is extensive: 
currently there are 115,000 entries, and it grows 
almost daily. You can choose from a variety of 
video cards, depending on your needs. A partial 
listing includes Trident, Cirrus Logic, Genoa 
Phantom, Hercules Graphite (both Power and 
Terminator models), AT| Mach 64, Diamond Stealth 
64, and (if you're really into CAD) STB Pegasus. 
Similarly, their range of monitors is impressive. You 
can get 14-, 15-, 17-, 20- and 21-inch monitors from 
some of the most respected names in the business: 
CTX, MAG, Idek, Hitachi, Accuvue and NEC. If you 
want a CD-ROM (and, these days, who doesn’t?), 
they offer double-, triple- and quad-speed drives 
from such makers as TEAC, Mitsumi, Toshiba, 
NEC, Plextor and Adaptec. Their current speaker 
lines come from Labtec and Sony, but Kelt 
informed me that they will soon offer (for their high- 
end) a satellite/subwoofer speaker system from 
Acoustic Research (whose booth at COMDEX was 
referred to by many as “the earthquake zone’). 
since everybody and their dogs are apparently get- 
ting into the mouse-making game these days, 
Falcon Northwest decided to stock only the “big 
three:” Logitech, Microsoft and Dexxa (Logitech 
OEM). If you’re into modem gaming, you can opt 
for either a Best Data internal on the low end or a 
U.S. Robotics (internal or external) on the high end. 
While many people think of printers as being only a 
business accessory, there are gamers out there 
who don’t think twice about printing out reams of 
maps from their favorite RPGs. Accordingly, Falcon 
Northwest carries Hewlett Packard inkjets and 
lasers, Canon bubblejets, and Citizen dot matrix 
printers. 

Falcon Northwest started life as a CAD computer 
maker, and had been in business for some time 
before Kelt bought it. Accordingly, they still carry 
items catering to that market, including Kurta and 
Calcomp digitizers and pads and Microtek scan- 
ners. They're also willing to install tape backups 
from Colorado and Conner. 

Please note that the last two paragraphs reflect 
only those parts that Falcon Northwest actually 
stocks. They are willing to compromise on them, 
but when you call, they'll give you some very intelli- 
gent reasons why you shouldn't. 


TECHNICAL 
NOTES 


Installation Difficulty (1-10): NA 


This system came to me in a rush. | called to get 
a review system as Falcon Northwest was gearing 
up for Fall COMDEX in Las Vegas, and, since | 
wasn't a paying customer, the first system they built 
for me got shipped off to Las Vegas as a demon- 
stration unit. | got a frantic call from Eric (one of the 
system builders at FN) the day before COMDEX 
was Slated to begin; he explained the error to me, 
and said he’d build me a system as fast as he 
could. | got the system in less than a week, thanks 
to him sending it overnight delivery after a 72 hour 
burn-in. 

This led to several humorous things happening at 
once. Eric had discovered, much to his chagrin, 
that when the time came to pack up the system for 
delivery, they were out of their standard shipping 
boxes and styrofoam forms (a delivery was due the 
next day). When | opened the box, | found several 
cubic feet of foam padding, the kind guncases 
come lined with. My system was well-protected 
from any damage, | can tell you! On top of this, 
their monitor outshipper’s database came up empty 
on its search for the ZIP code for Lombard. To 
them, we simply didn’t exist. As a result, our moni- 
tor came to us the day after the system. | can’t 
place any blame on FN for this, but their outshipper 
might want to buy their ZIP code directory from a 
more reputable source. 

The system has performed flawlessly since | 
hooked it up to house current. It has been an 
absolute delight to work with; this has more to do 
with the incredibly upbeat and downhome attitude 
of the company than anything else. 


Along the way, assassinate enemy commanders using Special Forces, have 
engineers destroy bridges and lay mines, sabotage supply lines and drop 
paratroop units into occupied cities. 


OPERATION Evrore FROM KOEI! With this gang, the world will never be 
the same again! 


KOEI Games are available for all systems in 
retail outlets nationwide! If you can’t find the 
KOEI product you are looking for, call us at 
415-348-0500 loam to 5pm PST). 


Online Support offered on CompuServe: GO VIDPUB, Sect. 4 


ESTERTAIMMERT SYSTEM 


ts Bj i giving orders to your best Sor eee in KOEI’s exciting new video game OPERATION Europe. 


~ Take charge of the Allies as they prepare to liberate Europe or lead the 
ruthless Axis in its push for global domination. Victory can be yours in the 
War in Africa, the famous tank battles at Kursk, Battle of the Bulge, Battle 
for Normandy and the Fight for Berlin. 


INSIDE CITY LIMITS! 


@& Relive historical WWII battles in six separate scenarios 


@% Select your commanding officers from a list of historical 
figures that include Patton, Rommel and Montgomery 


aS Sabotage supply lines to enemy cities by bombing bridges 
&%& Eliminate enemy commanders using Special Forces units 
@%@ One or two player excitement 


KOEI 


KOEI Corporation, 1350 Bayshore Hwy., Suite 540, Burlingame, CA 94010 


Operation Europe is a trademark of KOEI Corporation. Nintendo, Nintendo Entertainment System, Sega, Sega Genesis 
and the official seals are trademarks of Nintendo of America and Sega of America. 


TO BOLSTER FIGHTING 4 


KIDS TO ADULTS 


GOOD THINGS ARE HAPPENING 
AT PACKARD BELL. 


ALTHOUGH, LIKE THE PHONE SYSTEM THESE DAYS, YOU'LL 
STILL HAVE TO HUNT FOR THE BEST DEAL. 
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While it would be a decent system for just gaming software, the Packard Bell 486DX2-66 is better defined as a well- 


rounded home office system on which you can run games. 


The full model description reads, “66DX2TV540.” 
The tested system is a 486DX2-66 complete with 
sound card, double-speed CD-ROM drive, speak- 
ers and some very serious bundled software. It 
comes standard with 8MB RAM, a 540MB hard 
drive and PS/2-style mouse and keyboard. There 
is a built-in 14400 fax/modem that works in con- 
junction with the sound card for voicemail support, 
and the monitor is a 15” .28 dpi SVGA model. With 
the PBTV° card, also standard on the system, you 
can receive television or VCR input on your moni- 
tor. The motherboard features a ZIF socket that is 
Intel verified for the Pentium Overdrive, and the 
system is Intel Plug-and-Play compatible. The 
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Packard Bell 


P.O. Box 5050 
Thousand Oaks, CA 91359-5050 
(800) 733-5858 
Fax: NA 


486DX2-66 - 


by Packard Bell 


Available for: -PC and compatibles 
Designed by: Packard Bell 
Distributed by: Packard Bell 


MSRP: $2350.00 
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standard configuration comes with a 256K sec- 
ondary cache and 1MB video memory. Although 
the system is optimized for use with Windows, it is 
an able performer in DOS. 

In what has to be the most efficient use of a CD- 
ROM to date, Packard Bell has included the entire 
contents of the hard drive load on one CD. This 
means, should your hard drive ever crash or 
become infected by a virus, all you need to do is 
pop the Packard Bell rescue diskette into your A: 
drive and the CD into your CD-ROM drive, then run 
the rescue program. Innovative and so obvious that 
everyone else has overlooked it. 

The software bundled with the system is a 
melange of business and entertainment packages. 
You'll not only get the standard DOS 6.2 and 
Windows 3.11, you'll also get Microsoft's Money, 
Works and Multimedia Pack for Windows; World 
Atlas, U.S. Atlas, MegaRace and The New Grolier 
Multimedia Encyclopedia from The Software 
Toolworks; six separate Knowledge Adventure edu- 
tainment titles; and the Sports Illustrated 1994 
Multimedia Sports Almanac. You’ll also get 
FaxWorks 3.0, a software package to help you 
manage your faxes and voicemail. And, whereas 
most systems come with only a barebones outline 
of their technical specifications, this system comes 
with highly detailed manuals that are simple 
enough for the novice user to understand. 


| Ability + Agility + ~~ ‘Support 
90 91 Phas 


Why buy a computer from, essentially, the: 
phone company? Take a look at the technical’ 
notes below and you'll find out. The 486-66, 
once | got my difficulties ironed out, performed) 
like a champ. | was a little dismayed to see the! 
old PB expansion slot riser card, but the system’ 


it more the 
with style ¢ 3 
their home : des games, || 
think this system makes sense. It comes with a! 
lot of extras that add up to a well-rounded’ 
home system without sacrificing speed, durabil-. 
ity or service. My one dissatisfaction is with the’ 
speakers; their quality is not on a par with the! 
rest of the system. -Ted 


TECHNICAL 
NOTES 


Installation Difficulty (1-10): NA 


| can only figure it's me. When | bought my first 
AT system, it was a Packard Bell 286. After 
unpacking it and setting it up, the hard drive 
refused to cooperate with me. Technical support 
worked beautifully for me; a technician was at my 
house the next day, replacing the hard drive. The 
system has worked without fail since then (yes, | 
still have that 286 at home, and yes, | still use it). 

Computer hardware almost never fails unless it 
has been abused in some way, and so | looked for- 
ward to getting this system and testing it out. The 
first system refused to work at all. The second sys- 
tem’s hard drive mysteriously crapped out after 
operating without error for five days. I’ve spoken to 
numerous Packard Bell owners who told me that 
they've never had a problem with their systems, so 
my experiences are apparently way outside the 
norm. After all that I’ve been through, | can tell you 
that | am beyond pleased with Packard Bell’s tech- 
nical support. They have responded quickly and 
efficiently to solve my problems, and | laud them for 
having a toll-free 24-hour number that is available 
365 days a year. Their tech support staff is top- 
notch; | spent no more than eight minutes in their 
holding queue, even during peak hours. This is the 
sort of service that you should expect, rather than 
simply hope for, when you buy a system. Yes, you 
will pay more for a system from a company that 
Offers this kind of service, but imagine what a night- 
mare | would have been faced with if that service 
hadn’t been there. Couple this with the benefit of 
Packard Bell’s on-site warranty, and you have gold 
in the making. 


CENTERFOLD SEEKS STUDS W /DRIVE 


tron 
\'m searching for a true ROManttc. A guy strong 


Sandi’s desperately seeking a fellow with wit. Charm. And sophistication. 
But if he doesn’t show up, even a putz like you might do! So stop waiting 
for your favorite cafeteria lady to shave her mole. And put your National 
Geographics back under your bed. Tonight, Go Blind with Sandi instead. 


INTERACTIVE 


CD ROM GAME 


DIAMOND MOVES INTO THE 
MULTIMEDIA ARENA. 


THE DIAMOND MuttimeviA Kit 5000 ts a powerFUL 
PACKAGE OF SOUND, SPEED AND GAMES. 
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With a 16-bit stereo sound card, quad-speed CD-ROM drive, speakers and excellent bundled software, the Diamond 
Multimedia Kit 5000 has all you need to enter the world of multimedia computing in style. 


The current wave of PC peripheral business 
sense seems to dictate that every company must 
rush to grab a piece of the multimedia market by 
putting out either sound cards or multimedia 
upgrade kits. You can’t fault them for wanting a 
piece, as more and more software companies have 
moved to packaging their products in CD-only for- 
mat. 

Diamond is the latest entrant into this fast-grow- 
ing market, and their Multimedia Kit 5000 is, as 
best | can determine, one of the most desirable 
packages out there. The kit comes with a 16-bit 
Sound Blaster compatible stereo sound card, a 
quad-speed, half-height, Photo CD compatible 
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Diamond Multimedia 


1130 East Arques Avenue 
Sunnyvale, CA 94086 
(408) 736-2000 
Fax: (408) 730-5750 


Multimedia Kit 5000 


by Diamond Multimedia 


Available for: PC and compatibles 
Designed by: Diamond Multimedia 
Distributed by: Diamond Multimedia 


$449.00 


Retail Price: 
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Teac CD-ROM drive (access time<200ms, 64K 
buffer), a stereo speaker system, microphone, 
headphones and more than a little bundled soft- 
ware, 

The sound card deserves a little attention here. It 
has a 20 voice FM synthesizer utilizing the Yamaha 
OPL-3 chip, as well as a built-in Roland MPU-401 
MIDI port. Although the kit comes with its own CD- 
ROM drive, there are interface connectors for a 
range of other CD-ROM drives, including Mitsumi, 
Panasonic, and Sony compatibles. And, even 
though IDE CD-ROM drives are only now beginning 
to come into their own, the Diamond card supports 
IDE CD-ROM drives as well. The combination joy- 
stick/MIDI port rounds things out on a well-made, 
well-balanced card. 

The collection of bundled software is varied and, 
in most cases, very good. The games included are 
Myst, Rebel Assault, MegaRace, SimCity 2000, 
Unnecessary Roughness, Interplay’s 10-year 
Anthology, Jack Nicklaus Golf: Signature Edition, 
and HardBall 3. Also included are the shareware 
versions of Doom, Duke Nuk’em 1 & 2, Blake 
Stone, Raptor, Biomenace, Oxyd, Wolfenstein 3D 
Sango Fighter, Master Mind and Astrofire. You'll 
also find the popular edutainment title Where in the 
World is Carmen Sandiego? Deluxe and the info- 
tainment titles Compton’s Interactive Encyclopedia, 
Family Doctor, and PC Globe Maps ‘n’ Facts. 


had som 


problems with oth 


rn 


has the 


"speed CD-ROM drive, even though it has 
_ drawback of not having any audio controls on 


= 


_ its face, puts this upgrade kit in a class by 
_ itself. The bundled games are a fine addition to 
any gamer’s nd the infotainment and 

C __ -Ted 


_ edutainment titles are excellent. 
TECHNICAL 
NOTES 


Installation Difficulty (1-10): 6 


If you're unsure about the way your system is cur- 
rently set up in relation to its IRQ, DMA and I/O 
address assignments, my advice is to not install 
this system on a Sunday. That is the one day that 
Diamond technical support is not open. If you are 
somewhat comfortable with your system setup, by 
all means proceed. 

The kit comes with a 15 minute videotape cover- 
ing hardware installation, and | have to admit it’s 
pretty good. While the tape has a tendency to gloss 
over some of the more difficult aspects of hardware 
installation (such as what to do when you run into a 
tight expansion slot), | found it admirable that 
Diamond would even take the time to make this 
tape. Unfortunately, most hardware installations 
become difficult only when you're installing the dri- 
ver software. This is especially true for multimedia 
upgrade kits, since you'll need to know a priori how 
your system’s IRQs, DMAs and I/O addresses are 
assigned. Diamond gives you very little help in this 
department; a little computer savvy will go a long 
way toward avoiding conflicts. 

With this particular kit, you’ll need three free IRQ 
assignments: one for the Sound Blaster emulation, 
one for the MPU-401 MIDI assignment, and one for 
the CD-ROM drive. For each of these, you'll also 
need a port (/O address) assignment, and, for the 
CD-ROM drive and Sound Blaster emulator, you'll 
also need a free DMA channel. If you have a print- 
er, chances are good you won't want to use IRQ 7: 
if you have an external modem (or something con- 
nected to your COM 2 port, if you have one), you 
should probably avoid IRQ 5. 


CHEAP 


Accelerated Graphics. Faster Games. Great Value. 


Diamond Multimedia’s c~ — quicker and more colorful — Available in ISA, VLB or PCI versions, it 
SpeedStar Games Accelerator , S, graphics in all the latest works with all IBM-compatible systems. 


Kit comes with a top selling 19 Windows’ and DOS applica- Get a SpeedStar Games Accelerator 

SpeedStar Pro/SE graphics 90 tions. Games are more action __ Kit for thrilling games and hot graphics. 

accelerator and 15 best-selling if] packed and challenging. Go to your nearest retail outlet or call 

game titles for only $199 (MSRP). Ss Edutainment is more eee me 8(()-4- MULTIMEDIA for 

You'll get Myst,” Rebel Assault | realistic. It is simple to in- ee a store near you. FAX- 

SE™ Star Trek® 25th Anniversary,” plus ~~~ stall and delivers accelerated syle: Back service is avail- 

12 more exciting titles. graphics with faster screen updates, able at 800-380-0030. 
With the SpeedStar Pro/SE graphics up to 16.7 million colors and flicker- Paap as tas eg 

accelerator you'll instantly notice smoother, free refresh rates of up to 72 Hz. seseaacn iargtcmensl Demet taieen corel 


the nght to change specications without notice © 1994 Diamond 
Muttnecia Systems. inc tormerty Dramond Computer Systems. Inc 


DIAMOND 


MULTIMEDIA 


ELEK-TEK 


The Computer Wonderland 


FUTURE SHOP 


afford) to pay the high price of a full PBX telephone 
system. 
UST WHAT TH F i ECK IS AN Enter Best Data with their ACE (Advanced 


Communications Enhancement) board. Not only 


AUDIO/TELEPHONY BOARD? does it feature the V.FAST, V.32bis and V.32 


Automode standards for modem communications 


16-BIT SOUND COUPLED TO A FAX/MopeEM, Best Data’s sh ronee iy in ey LESS) 
ACE GIVES YOUR COMPUTER THE POWER OF VOICEMAIL, 310("0u? Il standard for fax communications 


there is also a built-in Windows Sound System 
compatible sound card. Sorry, kids, it does not fea- 


They say that necessity is the mother of inven- 
tion. If that’s the case, necessity is a rather twisted 
mutant of a mother when it comes to computer 
componentry. Witness the latest breed of 
fax/modems to hit the market. Billed as audio/tele- 
phony cards, they combine the functions of a 
fax/modem with the audio capabilites of a sound 
card so that your computer can function as a mes- 
sage center for your home or office. Cheaper than 
a PBX telephone system, they have created an 
affordable solution for those offices who want to 
have a messaging system but don't want (or can’t 


ACE 


. by Best, Data 


Available for: PC and compatibles 
Designed by: : Best Data 
Distributed by: : Best Data 


|» Retail Price: $299.00 


Ouf casino game IS SO realistic youd expect 
an Elvis impersonator to walk into your room. 


ture Sound Blaster compatibility, as it is meant for 
use exclusively in Windows. A Panasonic CD-ROM 
drive interface is also built-in. 

One of the most interesting features of the ACE is 
its upgradability. While there are currently many dif- 
ferent modem and fax standards vying for the right 
to be called king of the hill, there is simply no way to 
tell which one will be the reigning champ. And, as 
ever in the computer industry, the only constant is 
change; who knows what tomorrow’s standards will 
be? The ACE has been designed to be easily 
updated with software upgrades as advances occur. 

While there is currently no plug-in board that can 
handle live phone transfers (whatever happened to 
the Watson board?), the ACE does the next best 
thing: it gives you voicemail capability. With up to 10 
separate voice mailboxes, the ACE can help you 
keep personal messages separate from business 
messages, or allow a small office to keep individual 
messages in separate areas. System requirements 
are: 386DX16+, 6MB RAM, EGA/VGA, and 
Windows 3.1 or higher. 
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Best Data 


21800 Nordhoff Street 
Chatsworth, CA 91311 
(818) 773-9600 
Fax: (818) 773-9619 


TECHNICAL 
NOTES 


Installation Difficulty (1-10): 5 


Installing this card Is fairly simple, as the docu- 
mentation is excellent. You simply need to make 
any necessary adjustments to the jumpers and DIP 
switches on the card, then convince the software 
that the changes you made are the right ones. The 
changes you might need to make are for IRQ and 


COM port settings, although the factory selected 
defaults will work for probably nine out of ten 
machines. 

The modem capabilities are respectable, even 
though it’s still fairly rare to find a BBS operating at 
14400 baud. 9600 baud operation seemed to per- 
form within acceptable boundaries; it even 
appeared to be somewhat faster than some others 
I've tried. The tests | ran were somewhat slapdash, 
since modem communications are not my forte: 
they included a number of binary and ASCII trans- 
fers to and from the modem, of varying file sizes 
and using various transfer protocols. Trust my 
methods or not, the ACE proved adept at its focus 
of function. 

The provided software does an admirable job of 


Just exactly how useful is this board for 
gamers? Unfortunately, not that useful. The 
~ main problem with it lies in its sound capability. 
Although there are some games out that can 
utilize the Windows Sound System from DOS, 
presently the number of games is limited at 
best. While 1 think that the’ ACE has some defi- 
nite advantages for running ina home office 
machine, it has almost NO DeAeTit whatsoever 
for serious gamers. Windows*gamerts will prob- 
ably appreciate it, thoughparicularly if their 
machingS Wave a rather iimited number of 
expansion slots (a la slimline cases). It will 
allow Windows users to add the functionality of 
both telephone and sound support to their plat- 
form without installing two cards. The CD-ROM 
Support was unexpected, but appreciated 
nonetheless. -Ted 


what it’s supposed to do, although the QuickLink 
manual is somewhat scattershot in its organization. 
Figuring out how to set up the voicemail system 
wasted the better part of a day, but | finally got it to 
function acceptably. One thing the manual doesn’t 
tell you is that the GREETING.VOI file must be 
played before you'll be allowed to select a mailbox 
to leave a message in, so record over that in the 
ADMIN mailbox. 


Thank God it’s only a game. 


features. More authentic action than any other casino simulation. It’s such a slick, artificial, 
surreal chunk of Vegas, even this guy would approve. Available on IBM CD-ROM. 
Call (305)39 1-390G0- *. (800) 400-7226°4 BEs(505)471-8702 


Casino Tournament of Champions, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged. 


New Casino Tournament of Champions. |In The Next Move™ Series. More games. More 


AFTER PLAYING THESE HOLES, 


YOU'LL WONDER WHERE 


THE CLUBHOUSE IS. 


PLAY FOR REAL” 


Every time you grip your clubs, this game will grip you. This is World Cup Golf Hyatt Dorado Beach. The most detailed, dynamic 
game you'll ever play. You're traveling with your ball on awesome aerial flybys. Jump from one of the 500 different views of each 


WORLD CLP COLE 


hole. The full motion video graphics are created with the most advanced development system. (WaveFront on Silicon Graphics 
workstations is part of the driving force.) Big time CD quality sound. Over 15 different types of games. (Skins, Texas Scramble, 
Matchplay...) Practice on the driving range, putting green, special chip shots, any single hole or play a practice round. You 


determine and select your stance, swing, power and backspin. Sorry there's no 19th hole for you clubby types. But you'll get over it. 


WORLD CUP GOLF 


HY A T T DORADO BEACH 


Available for: IBM PC CD-ROM, Sega CD™ and 3DO™. 


World Cup Golf © & TM 1994 Parallel Media Group plc. Sega CD is a registered trademark of Sega Enterprises, Ltd. 
3DO is a trademark of 3D0 Company. Play For Real is a trademark of U.S. Gold, Inc. © 1994 U.S. Gold. Inc. 


Durability 


C be PRODUCTS PUSH ES PEDAL The Pro Pedals have a lot going for them. 
Besides offering you two forms of control, they 
POW a R. also have a very nice price on them. They are 


durable, though exactly how long they'll last will 


PRO PEDALS GIVE GAMERS A TWO-IN=-ONE SOLUTION TO depend on how brutal you are with them. So 
SIMULATION NEEDS. far, mine 2 : several times, 


a me ere ER RE ee 
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CH Products was looking to produce 
~ both rudder pedals and driving pedals in 
_ order to compete with similar products 
_ from ThrustMaster, their main rival in 


_ the joystick arena. Instead, they came they were certainly up to speed for the kind of! 
__ up with the Pro Pedals, a combination control you need in most sims. Since I’m a big-| 
_____ Of the two. Built in a compact form, the ger racing sim fan than flight sim fan, the dri- 
__ Pro Pedals are made from high impact ving controls are probably going to see more of 
_ ABS plastic. There is a “car/plane” a workout, but it’s nice to know that | can switch 


_ switch that tells the pedals which mode | without having to switch. -Ted | 


_ you want to work in, and the pedals ye 
| sieve hath formant and bank (for rudder on the market to offer support for any driving pedals 
| whatsoever. 


~~ control) and rotationally up and down 
. (for gas and brake control). Despite being fairly THE HARDWARE ROLODEX 
Pro Pedals technically sophisticated, the pedals are incredibly Ch Pduris 
by CH Products easy to use; the rudder effect will work with any 


fight sim that can use rudder pedals, while the dri- 970 Park Center Drive 
Designed by: CH Products ving control is supported by World Circuit, Indycar Vista, CA 92083 
Racing and NASCAR Racing. This list is short, (619) 598-2518 


oo net since these racing sims are currently the only ones Fax: (619) 598-2524 


Download a free games preview, | 
Be one of the first to preview Capstones Next Move™ games induding Casino Tournament of Champions, Ultimate Backgammon 
and Anyone For Cards? It's free through America On-Line, keyword “Capstone” Software Creations BBS (508) 365-2359, 2400 Baud 
(508) 368-7139, US. Robotics * (508) 365-9352, |4.4-28.8K; or simply call our BBS at (305)374-6872. 


or get The Next Move™ preview CD for $1.95, 
May we suggest you take a test drive before you purchase gaming-simulation software. Visit your local software retailer while 
supplies last. Induded with the IBM CD is a coupon good for $10 off the price of Capstone’s Casino Tournament of Champions. 
and get a chance to win a free trip to Las Vegas. 
Don't forget to enter Capstone’s “Make The Next Move™ Sweepstakes, "You could win a trip to Las Vegas, See store 
display for details. Cee ee : 


“ : | x 
, | | _—. 
baal = a1 45 | .” | a 
ai : mie 443 = Sa bedi a f Capstone” 
BridgeMaster Ultimate Casino Tournament _ Grandmaster Anyone For Cards? ee a 
Championship Edition Backgammon a _ Championship Chess 


All ticles, The Next Move Series and Capstone are trademarks of intraCorp, Inc. All other trademarks acknowledged. 
To enter send a 3° K 5” card with your name and address to: Capstcone's “Make The Next Move'’™ Sweepstakes,” P.O. Box 4058, 
Marblehead, MA 01947. All entries must be postmarked by March 31,1995. No purchase necessary. Void where prohibited. by law, 


WELCOME To Arrica Is 
MORE THAN A TRAVELOGUE. 


THIS INTIMATE PHOTO JOURNEY TO AFRICA EXPOSES A 
REAL WORLD, WITH REAL PEOPLE IN EXOTIC LOCATIONS. 


Marcel Fafchamps of Walnut Creek CD-ROM 
was the driving force behind Welcome to Africa and 
it was a commendable effort. This title is full of pic- 
tures giving a behind-the-brochure look at the 
African continent, but this is not a dry “look what we 
did on our vacation” kind of presentation. 

There are 17 theme areas in which you can 
explore pictorially. The themes range from cities 
and villages to economics and highways. | found a 


Welcome To Africa 


by Walnut Creek CDROM 


386, Windows 3.1, 
256 VGA Monitor . 
Designed. by: Walnut Creek CDROM 
Distributed by: Walnut Creek CDROM _ 
Retail Price: 939.95 
Hard Drive Space: “ane Meg 


Requirements: 


No. of Players: One player 


Now ON TAP, 


lively and often comical journey through African life. 
| was very amused by the pictures of the young 
barbers and their descriptive hair designs billboard. 
Those pictures captured a slice of life you don’t see 
normally. | believe the best way to describe the pic- 
tures is that they were taken with an eye of respect 


ee Tanweatonn ae 
What do.yeu want to plant on |, 
| your sniaall field this.ycar’? | 


Goto the ned page. 


In the farmer game you must choose what crops to 
plant. Choose carefully or your family will go hungry. 


HOMEMADE 


OATMEAL STOUT... 


THANKS TO THIS CD-ROM, YOU CAN CREATE BEERS AND 
OTHER DRINKS UNAVAILABLE IN THE STORES. 


As a homebrewer, | was more than a little inter- 
ested to see this title when it came in. | have to 
admit that initially, | was a touch disappointed. 
Mainly, this CD-ROM is a text dump of a lot of 
recipes from the InterNet along with some basic 
instructions on the basics of homebrewing. 
However, | persevered. 

After tinkering around with the product a little, | 
discovered that it was much more than it seemed to 


The Beer Homebrewing Guide 
by Walnut Creek 


Requirements: CD-ROM, VGA 


Available for: PC and compatibles 
Designed by: Walnut Creek CD-ROM 


Distributed by: Walnut Creek CD-ROM 


Retail Price 39.95 
Hard Drive Space: 6 Meg 
_ No. of Players: One player 
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be. For one thing, the homebrewing instructions are 
logically arranged and well-presented. Even a com- 
plete novice should have little trouble following 
these instructions and making a drinkable brew the 
first time. Also, the CD presents good information, 
telling you why each step is important and why it 


Hops are a hitter, leafy product that provide bitterness, 
aroma and head retention to your beer. 


Commerce is alive and well in Africa. The market 
shown above is a colonial leftover. 


and admiration rather than just being paid to come 
back with some “pretty” pictures. 

Also included in this title is a game. Not your nor- 
mal every-day Doom kind of game, nay, it’s a 
farmer game. You play the role of an African farmer 
and you work to make your living. Farming in any 
country is not easy and is fraught with disaster— 
this representation is no different. Let’s just say | 
lost my entire family on more than one occasion 
before | started being fruitful. | am sure this game 
has its basis in Professor Fafchamps’s class in 
African Economics at Stanford. 

With the exception of one or two weak resolution 
pictures, Welcome To Africa is a very nice CD and 
would be a great addition to your “coffee table” CD- 
ROM collection. -Steven Greenlee 


water for 


Comments 


| tried this using extra light extract and only Hallertauer 
hops instead of amber extract and Saaz hops. 


needs to be done in a particular way. Even the 
more advanced equipment (wort chillers, lauter 
tuns, etc.) are given explanation. 

The recipes, as mentioned, are effectively a text 
dump from on-line services, but there are dozens 
upon dozens of them. Unfortunately, they aren’t fur- 
ther arranged inside the basic groupings. For 
example, under the “Stouts and Porters” heading, 
there are about 16 oatmeal stouts listed, but they 
aren't listed together or in any order. 

still, this CD-ROM presents a wealth of informa- 
tion for the serious or not-so-serious homebrewer. 
The real test is to make a recipe. In the interests of 
completeness, | brewed the spiced ale shown 
above. I'll let you know in the next issue or two how 
it turned out. —Steve Honeywell 


This one you won’t 
want to miss. 


It’s been nearly three years in the making with a budget 
we won't even talk about. It employed a team of over a_ 
hundred people, including programmers, artists, musi- _ 
cians and writers as well as Hollywood make-up and 
special effects houses (we liked the flames in Backdraft” 
so we hired the movie's special effects house to bring in 
a little heat). As the creators of Wasteland™and The 
Bard’s Tale™, our goal was to produce a game every bit 


as innovative and unique. We think you'll like the results. 


Art and Stuff 
Graphically, the 
game is state-of- 
the-art stunning 
(we're a.little 


biased but check 


out the screen- 


shots for yourself). 


We used a combination of live actors and computer 


generated creatures with Silicon Graphics environments 


and magical effects which were painstakingly rendered 
down to the finest crack, doorway and magical 
lightning storm. 


The Game’s 
the Thing 
A combination of 
traditional role 
playing and 
interactive story- 
telling, Stonekeep 
mixes a detailed 
storyline and character interaction with puzzle-solving, 
magic systems, character attributes and combat. It all 
comes together in a system that allows for quality story- 
or ———===_ telling combined 
| with a powerful, 
_ yet easy-to-use 
| control system 
(intuitive without 
being watered 
down). 


© 1994 Weipa Productions. Stonekeep is a trademark of bias Productions. All ae Reserved. 
The Bard’s Tale and Wasteland are trademarks of Electronic Arts. 


sewers and subter- 


of those games you'll 
~ stay up playing until 
three in the morning 
ona work night. 


| of fun. 


| ‘The Box, the Book and Story | 
~The packaging is every bit as cool as the game. 
Shipping in a special tombstone-shaped, hologram box, 


the package starts you on your quest “through dark cor- 
ridors, treacherous 


ranean realms of 
faeries, magick 
and the living 
dead.” (We had 
to throw a bit of 
marketing hype in 


- here somewhere.) Along with the skeleton hologram 


cover, you also get a limited edition, hard-bound 


_ Stonekeep novella by Steve Jackson and David Pulver. 


vim™ 


“By Gamers. For Gamers.”™ is 

Interplay’s slogan and 
Stonekeep is the kind of game 
we've always wanted to play. 


It looks cool, sounds great and 


tells a good story. It’s one 


Basically, it’s just a lot 


A CD-ROM, Role-Playing 


Experience for IBM and Compatibles. 


DISCOVER THE WORLD OF 


ELEPHANTIDAE AND MORE! 


MebiA DESIGN INTERACTIVE HAS GATHERED THE WORLDS 
FAUNA, INSECTS AND ANIMALS ALL ON ONE CD-ROM. 


The New Dictionary of the Living World lives up to 
its name. It has a picture, sound or description of 
just about every living known to exist on this earth. 
If it flies, slinks, sprouts or trumpets, it’s here. 

There are five areas of exploration, but the real 
meat (pun intended) is found in the Encyclopedia of 
Life. Here is the alphabetical listing of everything. 
Many of the listings come with video or still pic- 
tures. Many come with sounds or information on 


Dictionary of the Living 


by Media Design Interactive 
386, 256 Color VGA, 
4 MB RAM, Windows 3.1 
istri : ony Electronic Publishing 
549.00 
0 Meg 
One player 


Requirements: 


Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


the organism's habitat. It is a wealth of information 
for anyone with an interest in biology (or who ever 
has a need to write a biology paper). 

Besides the Encyclopedia there are other areas 
which may capture your attention. The introduction 
is a passionate lecture on biology and environmen- 
talism. From there you can jump into the are 


Ba 


No creature is too great or too small to be included in 
the New Dictionary of the Living World. 


WookiIN Pa Nus IN ALL 
THE WRONG PLACES. 


THE WIT AND MAGIC THAT WAS SATURDAY NIGHT LIVE 
HAS MIGRATED TO THE CD-ROM. 


Can you remember the early years of Saturday 
Night Live? | do. My parents disliked the show in a 
protecting sort of way. It was the late night sin of 
teenagers and all those who were cool. The irrever- 
ent and hilarious show ushered in a new attitude in 
comedy and pushed the limits of what could be 
broadcast on television. Now with the help of CD- 
ROM technology and QuickTime for Windows, SNL 
sketches old and new have been shuffled over to 


saturday Night Live 
by Gametek 


Windows 3.1 
Quicktime for Video 
MPC and Macintosh 
Broadway Video 


Distributed by: ametek 
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Requirements: 


Available for: 
Designed by: 


the computer platform in Saturday Night Live: The 
First Twenty Years from Gametek. 

This is a two CD-ROM collection of culled sketch- 
es, music parodies and commercials. The disks are 
divided into two eras: The Classic Years and The 
Current Years. The interface is easy to use. It is 
basically set on the SNL stage and you just click on 


It was during this show that Dan uttered those famous 
four words to Jane which shook the world. 
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All life is alphabetized in the index. Entries with extend- 
ed attributes have the corresponding icon to the right. 
devoted to taxonomy. The four sub-areas show 
how plants and animals are classified. The classifi- 
cation charts are extensive. 

Want to see who is considered the world’s top 
biologists? Just click on The Biologists icon and 
you'll see the long list of biological notables. Of 
course, one of the most notable biologists is also 
one of the most controversial. If you wish, you can 
read the complete text of Charles Darwin’s “Origin 
of Species.” 

The New Dictionary of the Living World does 
come with all the search and bookmarking capabili- 
ties you would expect from a reference work. Also 
you can export data, save search strings and print 
out your findings. This is a solid reference title. 

-Steven Greenlee 


) SOP TEN BABES OF ALL-TIME 


MADONNA 
KIM BASINGER 
GARTH'S MOM 
HEATHER LOCKLEAR 
IRENE RYAN 
PARRAH FAWCETT 
BETTY RUSBLE 
JOSEPHINE BAKER 
ELLE MACPHERSON 
» JULIA ROBERTS 
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From The Current Years, sketches include the very pop- 
ular Wayne's World:! 


the different icons which will take you deeper into 
the program. The sketches are divided into themes, 
for instance, ones that deal with politics, and com- 
mercials. Also there are some video clips from 
Weekend Update. The video clips do run fairly well, 
even though the video window is small, but there is 
a bigger problem. 

| disliked how the sketches were edited. The 
problem lies in the fact that many of the sketches 
were edited down and hunks of the good parts 
were left out. | could name examples, but one that 
is most noticeable is the Bass-O-Matic—they cut 
the ending. | wished they had had fewer sketches 
but had left them intact as originally shown. It was 
frustrating to be getting into a very funny sketch 
only to have it suddenly end. -Steven Greenlee 


PG CD-ROM 


JIBM|or, Compatible 


BE Aulivi 


Drug Wars will take you through it all 
trom small town traffickers to big city 
organized cartels. You will be involved 
with the border. patrol tracking inter- 
national drug runners. if your, shooting 
skills are good enough, you'll be 
assigned to South America to destroy 
the source and Capture the drig king,” 


: > 
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F:iser Games, Iric. 
All rights resarved 


IBM PC 386sx 25 MHz or compatible recommended. 640K RAM with VGA Monitor and 100% O R VISIT YOU R 


SYSTEM RE IREMENTS ; ic rt Logitech® compatible mouse « CD- rive er second or greater 
continuous to read, 380ms seek) Sound has ort tg soma Ee DOs 3.3 or nip iilieuen cok Tieken ee a: ez LOCA L R ETAI L e R 


ALL ABOUT PUPPY DOGS 
AND KITTY CATS. 


VILLA CRESPO RELEASES TWO NEW TITLES ABOUT RAISING 


DOGS AND RAISING CATS. 


Villa Crespo is building upon the success of 
Escape With Your Life and has released two new 
titles based upon the same engine. The two titles 
are multi-media presentations on how to raise your 
pet dog or cat. Puppies to Dogs and Kittens to Cats 
are hosted by well-known animal behaviorist Ann 
Childers. These titles begin with the basics of ani- 
mal ownership including what to look for before 
choosing a puppy or kitten. 
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original Qeongal was produced by crosalng the Leopard Cat with the domestic cat. LY Lene | 
Males prague by a tral generailon cross ore stelle, which means that continuing Poss 


Once you hers select a arte oii their history 
and breed characteristics are listed below the picture. 


Puppirk tn OngeK a 


Elle Contra! TD pooper Pac ea 


“RRERES : uy, King Uivaahes am 


‘Bosiun Iemivr 
Buuvicr dew Headers 


Case King Charles, Span, 
Chihuahuas 

Chan Chow 
Cocker Speniol 


Onin Noi much Is known af the TROP breed. ey ya ; 
Engilah Toy Spanto! waa well ostablishod In Britain by the 16th contury, M is 
Queen of Scots had several of these dogs. naka afer she wns beheaded. hea 


These lads caught my attention as | was browsing the 
database. They are Caviler King Charles Spaniels. 


The interface is an easy to use VCR layout and 
has different areas which you can access. One 
area available is the Classroom. After you click on 
its radio button, you'll be asked to sign in. You may 
then proceed on with the classroom instructions. 

Childers presents material in short but informative 
presentations focusing upon specific topics; how to 
choose a puppy or kitten, how and what to feed 
your new pet or how to recognize anti-social behav- 


230 Plaza Professional Bldg., El Cerrito CA 94530, 9-6 M-Sat. Visa, MC, Checks, MO's 


(orders) (510) 527-4699 (questions) 


(510) 527-4690 (fax orders) 
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Animal expert Ann Childers covers every topic you can 
think of including how to handle car sickness. 


ior patterns before they get out of hand, etc. Once 
the topic has been explored, you will be asked a 
series of questions on what you have just seen. 

If you don’t want to sit through class, simply 
choose Freeform and you can choose what you 
want to see by topic. Just select whatever is your 
interest from the menu. 

One of the program’s stronger points is the Pet 
Notes section. In this section you can keep all the 
vital information pertaining to your dog or cat. You 
can keep records of shots, emergency vet num- 
bers, breed records (if any) and more. 

The Breeds area contains information on all the 
known breeds of dogs and cats. Besides having 
written facts about the particular breed’s history 


Puppies lu Boye 
[ile Control Gecordings Configure Selection Lclp 


Overview 
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In the Classroom mode once you have viewed a —- 
ic topic you will be quizzed on the information. 


there are colorful still photographs. As a bonus, 
each CD-ROM comes with a VHS instructional 
tape. 

Both of these Villa Crespo titles are $49.95 
(MSRP) and are Windows programs. The full 
motion video is satisfactory and the programs 
install very easily. The databases alone are worth 
getting these pet titles, but you will find a wealth of 
information which will help you be a better pet par- 
ent. -Steven Greenlee 


Dogs and Cats 


by Villa Crespo 


386, Windows 3.1 VGA 256 
Colors 


Requirements: 


Hard Drive Space: 3 Meg 


‘No. of Players: One player 
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is the first ina new series from 
—TPW involves eight different 
ambodies the actual units, specific landing sites, 

TPaiy/ 0¢ ARG =t _ centers*on tactical level operations of airborne warfare 
using “Maina@an p< : ze forces. ka@Meight scenarios include Arnhem, Maleme, 
Saint Marie-Eqieamaia | Li and the what if scenario Folkestone, the 
airborne portion” invade England), Each scenario is succinctly 
described in th fame, date, and a map of the operation. 
. TPW embodies the real feel and challenge of airborne 
Ry aming experieniiae 28. apposig to just a Tactical Wargame. OS 


Copyright 1994 Q.Q.P. Al rights reserved. * 4 
IBM is a trademark of International » a > 
Business Machines. | 
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A Brief History of TIME 
IS Time WetL Spent! 


STEPHEN HAWKING’S BEST-SELLING BOOK COMES TO CD- 
ROM AND IS DESTINED TO BE ANOTHER HIT! 


He is one of the most diacritical scientist of mod- 
ern times. His peers include Sir Isaac Newton and 
Albert Einstein. Stephen Hawking is still able to 
stand out from the pees S crowd ee Voll the 
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Ever since the Greeks we have wondered how small is 
small. Now we know how small a particle can be. 


most didactic of them all. He firmly believes that 
physics can be understood by the everyday person 
and his entire life has been one devoted to bringing 
the secrets of the universe to the masses. 

Hawking wrote “A Brief History of Time” and it 
immediately became a best-seller. His ability to 
explain theories and concepts is beautifully pre- 


You can get back to the main menu from anywhere by 
clicking on Hawking. 


sented in this book and now that elegance and 
graceful style has been transferred to the CD-ROM 
platform. 

The installation of the program is quick and easy. 


Brief History of Time 


by Creative Labs 
030\System 7, 256, 8MB RAM 


386SX, Win 3.1, VGA 
Available for: MPC and Macintosh 


Designed by: Crunch Media 


Requirements: 
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As soon as you double click on the boot-up icon 
you have a choice as to what area you wish to 
explore first. | suggest clicking on the figure of 
Hawking in his wheelchair. This starts a visually 
exciting and interesting presentation of Hawking’s 
history, his motivations, the basis of his concepts 
and his revolutionizing the way in which physics is 
thought about. You'll learn that Hawking’s theories 
have been controversial and have shaken the sci- 
entific world to its very foundation. 

This linear presentation is illustrated with very fine 
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Perceptions have always impacted theory, and 
Hawking's theories are no different. 


hand rendered illustrations and is narrated very 
professionally by both Hawking and Jim Mervis. It 
explains the mood and the background which the 
other richly detailed areas will explore even further. 

Once you have gone through the introduction, 
click on one of the hexagons on the back wall. 
These modules explain in detail Hawking’s theories 


This is one of Hawking's prized possessions: a photo- 
graph of him and Marilyn Monroe. Just look at that car! 


on physics and cosmology and some theories they 
are, too! They don’t hold back and are in keeping 
with Hawking’s belief that many aspects of physics 
and cosmology can be understood by lay people. 
The areas you can explore from the hexagons 
include Space and Time, the Origin of the Universe 
and Black Holes. Hawking goes in depth explaining 
how black holes occur and their properties. It was 


Hawking presents Einstein's theories in sae tahiles 
linear montages. 


his interest in black holes which led him to one of 
his more controversial theories. During the black 
hole research, Hawking gained information which 
could be applied to the nature of the universe and 
its expansion. His conclusion was that the universe 
had no center (since it was an expanding cone of 
light) and that it had no creator. It was the “no cre- 
ator’ part which brought down the full fury of cre- 
ationists everywhere. 

Hawking does explain that while black holes are 
the fodder of good science fiction, they should be 
recognized for science fact. The prevailing notion is 
that entering a black hole is the equivalent of 


Hawking made is dramatic television debut in an 
episode of Star Trek: TNG. 


instant death (like in the Disney movie). Hawking 
believes that with enough speed, a ship would have 
the capabilities of breaking free from the influence 
of a black hole. 

This CD is full to the brim of physics presented in 
the humorous and witty style of Stephen Hawking. 
The artwork is very good and the whole thing is 
pieced together to make it fun and interesting. My 
theory is, in time everybody will own A Brief History 
of Time. -Steven Greenlee 
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Hawking's theories are presented in linear arguments 
which can be one frame at a time or like a mini-movie. 


GAN YOU SURVIVE RUoH 
NOUR AT 30,000 ttl? 


The air is thick with 
tension. Not to mention 
planes. Sixteen accidents 
waiting to happen. 
Thousands of lives 

on board. And you're 

in the control tower. 
Forget about the single 
radar screen. This is 

Air Havoc Controller, 
the stunningly realistic 
Air Traffic Control 
simulator on CD-ROM 
from Trimark 
Interactive. With 3-D 
computer graphics so 
true-to-life that if they 
were any more realistic... 
youd be history. 


Air Havoc Controller... 
landing soon in a store 
near you. 


rainbow 


TRIMARK 


INTERACTIVE 


IF ADD-ONS & ALTERATIONS 
ARE YOUR PLANS, READ ON! 


THE CD-ROM version of 3D Home ARCHITECT IS OUT 
AND IT IS THE SOFTWARE FOR HOME DESIGNING. 


| have no plans to build a house anytime soon, 
but that won’t keep me from adding Broderbund’s 
3D Home Architect to my CD-ROM collection. | had 
as much fun designing my “dream” house as I’ve 
had playing any recent game. This is not a game, 
though. Anyone interested in remodeling or even 
building a house will find that 3D Home Architect is 
a powerful planning tool which even allows you to 
see what the project will look like when completed. 

The floppy version has been out for a while, but 
the enhanced CD-ROM version is packed full of 
more; more sample plans, more inventory objects 
and more text based tips. Also included in the CD 
version is 50 video tips from The Learning 
Channel's “Home Pro” host Gerry Connell. 

3D Home Architect is so easy to use, even a first- 
time user like me had the program up and was 
using it in a matter of minutes. If you so choose, 
you can begin with the sample plans which come in 
the package. There are 150 sample plans to 
choose from. Or start from scratch. The idea | had 
was to design a home which substantially cut down 
on the vacuuming. So, | made all my hallways 


Each area you design can be labeled with the informa- 
tion you deem necessary. 


about the same width as the vacuum cleaner. That 
way, | would have to only push the little sucker 
once over the area to cover it all. 3D Home 
Architect allows you the freedom to design as you 
wish and even helps you to make sure you're cov- 


3D Home Architect 
by Braderbund 


386, Windows 3.1, 4 MB RAM, 
VGA, Mouse 


Retail Price: 


Requirements: 


$70 ($20 registered upgrades 
Hard Drive Space: 6 Meg. 


No. of Players: One player 
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Design the room and then make it come alive in 3D 
illustrations. 
ering all the design aspects you need to consider. 
Almost every object can be manipulated. This 
means walls, ceilings, windows, doors and even 
furniture can be resized, moved and rotated with 
simple point and click functions. If you should want 
to redo your wall, it’s as simple as using your 
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The 30 is versatile and even includes the capability to 
view your design from overhead. 


mouse. You don't have to worry about the little 
specifics, the program automatically aligns, con- 
nects and sets the dimensions of the wall. If you 
want the wall to be thicker, just click on it and drag 
a handle. Any wall you connect to it will have the 
same thickness. 

The same manipulation methods can be used on 
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Not only can you see your designs in 3D you have the capabilities to make very specific decisions. In the case of 
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Start a design with a blank page and use the simple 
icon-driven interface to place objects where you want. 


openings such as windows, doors and fixtures. It is 
for that reason (manipulation) you must have a 
mouse. The program will not function without a 
mouse and has no keyboard equivalents. 

One of the great features of this software is the 
ability to see the plan in 3D. Just set the camera in 
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You can zoom in to any area and make design tweaks 
whenever you wish. 


a room and point in the direction you want to view, 
and the floor plan comes alive in 3D animation. It is 
a real treat (besides being useful) to see some idea 
of what your design looks like in reality. The CD 
version has hundreds of fixtures available for you to 
use. For instance, there are at least five toilet mod- 
els for you to choose from. Then there are 16 differ- 
ent types of bathtubs for your consideration along 
with six shower stall models. The list of objects 
seems to go on and on. 

There is much more to 3D Home Architect that | 
haven't covered here, but if you are considering 
designing your own home plans, then you can’t go 
wrong by picking up this software. While the pro- 
gram is detailed, you'll be surprised at how simple it 
is to use. 

-Steven Greenlee 
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these two pictures, you can see that each object's color can be changed according to your own wishes. 
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(serman assault on the Tractor Works. 
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Stalin’s powerful Red Army is poised 
along the Don River, ready to strike! 


ff Buties Planning Phase 
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German ‘iii and a armor 
race for the Volga. 


Army. In a unique advance in computer 


the he ammihiiation of the German 6th 


re as the collapse of the Axis flanks) to the tactical scale (simulating the 
egies bloodbath within the city itself). Built upon the award-winning 
ystem p Staling ‘ad is jam-packed with stunning graphics (the terrain 


On CD-ROM 
for IBM & 
Compatibles 


- This is space combat 
_atits very best — as only 
CD-ROM can deliver! 
FASA'S RENEGADE. 
_ LEGION: INTERCEPTOR® 
- game system comes alive with 
spectacular Super-VGA graphics, 
cinematics, digjtized voices, music 
and sound effec 5: Just how hot tues i 


Once you dogfight in space LS ls 
you'll know what it’s like to really sweat bullets! 


WHILE MY VIRTUAL GUITAR 


GENTLY WEEPS... 


THAT MIGHT NOT BE THE ONLY THING WEEPING WHEN YOU 


SHOW UP AT WEST FEEDBACK. 


| admit | was skeptical about the Virtual Guitar. 
What | had seen of it didn’t look to be that exciting. 
When it showed up at our offices, | was even more 
skeptical, and | delayed plugging it in for about a 
week, since | wasn’t sure how much trouble | want- 
ed to go through with it. Well, among other things, 
curiosity got the better of me, and full of the knowl- 
edge that creating this page awaited me, we 
plugged the beast in to one of the 486s and 
installed the software. 

The actual plot and goal of Welcome to West 
Feedback, which comes with the Virtual Guitar, are 
simple enough. You are an aspiring guitarist (or vir- 
tual guitarist) who wants to make it big in the city of 
West Feedback. To do so, you need to learn to play 
a specific playlist of songs, in this case you'll be 
learning “Hey Jealousy” by the Gin Blossoms: 
“Kickstart My Heart” by Motley Crue; “This is 
Cracker Soul” by Cracker; “Growing Into You” by 
Soul Asylum; “Come and Go Blues” by the Allman 
Brothers Band; and “5 Minutes Alone” by Pantera. 
Evidently, the West Feedback crowd is amazingly 
eclectic. Of course, the recordings you will be play- 
ing with are new versions of these songs and do 
not feature the original recording artists. 

You start by practicing in your bedroom. From 
here, you'll move on to playing with the band in a 
garage. Progress through the garage stage, and 
your agent will land you a gig at the Dead Inn. The 
crowd here is tough, and you won't be able to hide 
behind the other members of the band if you can’t 
cut it. With the support of the crowd, you can take 
on Chops Felton, the local master of guitar heroics. 
If you can trade fours with him on the hardest level, 
you'll be the new rock stud in town. 

Helping you get to this point will be amazingly 
unhip and annoying Lloyd, who used to be the gui- 
tar maniac in town. He tried to create the ultimate 
sound and got turned into a being of electrical ener- 
gy (sort of like a musical version of Wes Craven’s 
shocker). 

That's really all there is to it. You click on a song 


Virtual Guitar/Feedback 


by Ahead, Inc. 
CD-ROM, VGA, Windows 


No. of Players: One player 


Requirements: 


Impress this guy and you'll be jamming along with the 


band in no time at all. 

and the level of difficulty you want and you strum 
along, hopefully strumming in the right spots to play 
the music along with the CD. You need to hit the 
right spots exactly to get credit for strumming in the 
correct spot. 

A word about the Virtual Guitar itself: it's essen- 
tially a big plastic guitar-shaped thing with a couple 
of knobs and dials attached. The massive blue 
plastic area and the neck are nothing more than 
plastic—they’re there to make the object look like a 
guitar. The buttons and knobs are decent, although 
the cursor control pad is best left untouched. 


Fritz... 


The guy in the lower left will give you an indication of 
how you are doing. Right now, he’s sorta neutral. 


The problems with the Virtual Guitar and West 
Feedback should be readily apparent. This is not 
the guitar equivalent of the old Software Toolworks 
Miracle system that taught users how to play the 
piano. It only teaches rhythm, and it doesn’t teach 
that very effectively, since you need to hit each 
point perfectly to acquire a score. 

Additionally, there is no way to play the Virtual 
Guitar creatively. If you try and do something a little 
different with the rhythms, it might still sound good, 
but you don’t get any credit for it. Music is not some 
sort of learn-by-rote process, it’s an art form. You 
have to play it their way or no way at all. And since 
you don't determine what you play, it’s even less 
than simply playing the notes. If you can keep a 
Steady beat, you can play on the virtuoso level in a 
couple of hours, or as long as it takes you to mem- 
orize the six songs on the West Feedback disk. 

If you want to make music with your computer, 
buy a MIDI instrument and go to it. If you want to 
play the guitar, buy an acoustic and a couple of 
lessons. -Steve Honeywell 
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USING MATHEMATICS AND 


WORDS IN THE REAL WORLD. 


SANCTUARY WOODS TAKES MATH AND WORDS OUT OF 
THE BOOKS AND PUTS THEM INTO EVERYDAY USE. 


Sanctuary Woods has been a leader in software 
development since their inception in 1988. Some of 
the best educational titles on the market today 
belong to Sanctuary Woods. These titles are just 
two more outstanding products to add to that list. 

sanctuary Woods recognizes that the “rote” 
methods of education o longer represents the limits 
of our ability to teach. “Drill and practice” has long 
needed revision, and computers are leading the 
way in doing that. Computers allow young minds to 
learn by exploration with real-world situations. This 
approach also allows learning to be fun, something 
rote memorization is not. 


Adventures In Flight 


This title attempts to show kids that math is used 
in everyday real-life situations, not just something 
found in a school book. The math used in this title 


Verbs are animated and then used in a sentence which 
your child repeats or even builds. 


at a busy airport. The program contains 500 data 
items which can be explored, 375 math problems to 
be solved and 10 levels of complexity. The com- 
plexity is presented levels of advancement as a 
pilot. Your child begins the program as a Cessna 
pilot and progresses to level ten, which is a space 
shuttle pilot. Keeping with its commitment to fun, 
Sanctuary Woods includes a program which allows 


Adventures & Word Stuff 


by Sanctuary Woods 


386SX, LC or greater, 4MB 
RAM, VGA 
Distributed by: Sanctuary Wo 


Requirements: 


Retail Price 39.95 
Hard Drive Space: 2 +Meg 
Age: 3-6 (WordStuff) & 7 -12 
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the airplane for which your child has qualified to be 
printed out as a paper airplane. 

The meat of the program lies within five areas of 
exploration. Your child chooses one of the five (ser- 
vice zone, passenger cabin, flight deck, control 
tower and repair hangar) and learns the job respon- 
sibilities of working in the area. If control tower Is 
selected, then your child must learn about altitudes, 
speed and timing. If the service zone is chosen, 
your child must figure out how many packets of 


In WordStuff, simple point and click makes the screen 
come alive with words, definitions and animations. 


peanuts must be ordered and their cost. The math- 
ematical problems included in the areas are: mea- 
surements (mass, capacity and volume), operations 
(+, -, x, / and estimation), numeracy (number pat- 
terns, order and money), geometry (angles, coordi- 
nates and symmetry), graphing (bar, picto and line) 
and problem solving. Besides all the mathematical 
Stuff going on, the program exposes your child to a 
variety of career opportunities within the airline 
industry. 

For parents, the program 
keeps a running chart of your 
child's progress. This chart 
shows your child’s weak areas 
and their strong areas. 
Adventures in Flight covers the 
major math concepts as taught 
in grades 4 through 6. 


WordStuff 


This program bills itself as 
“the program you need when 
you can’t yet read.” WordStuff 
presents a rich and varied pro- 
gram designed to teach your 
child how to read or read bet- 
ter. The traditional picture book 


Vikki Van Meter greets your child in Adventures in Flight. She is the perfect 
example that math exists in the real world and can be used by any child. 


has been beefed up to include animations, sound, 
music, printing and recording. 

WordStuff contains some 700 nouns and verbs. 
These words are pronounced, explained and used 
in sentences. Your child learns these words and 
then is encouraged to build their own sentences. At 
the same time, this teaches them how to read. The 
sentences range from very simple (See Dick run.) 
to the more complex. 
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Once a job is explained your child earns pilot points by 
solving the real-world math problems. 


There are four areas of exploration: Spring on 
the Farm, Weekend at Camp, Games at the Fair 
and Fun in the Snow. These areas are explored in 
three simple ways: I-Spy, |-Play and |-Sing modes. 
I-Spy explores nouns. |-Play presents verbs as well 
as word concepts (such as light and heavy). |-Sing 
presents old familiar folk songs rewritten using the 
nouns and verbs of the program. The songs 
include one of my favorites, “She'll Be Coming 
Around The Mountain.” 

WordStuff comes with pre-printed sheet music 
and flash cards so you parents can contribute to 
your child's learning experience. The program 
comes with other ideas for off-computer activities 
as well to re-enforce the things your child has 
experienced in WordStuff. 

These two new I-Learn titles from Sanctuary 
Woods are perfect examples that the future of edu- 
cation is here and is accessible. Rote is dead; long 
live fun learning! 


-Steven Greenlee 
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THIS IS NO WALK IN THE PARK. 


Experience incredible moving animals, stunning landscapes and ruthless poachers. 
ECO EAST AFRICA takes you to an entirely new level in simulation games. 


For more information call IVI Publishing at 1-800-432-1332 dept. 379 7 N | y/ 
©1994 IVI Publishing, Inc. All rights reserved. ECO game series concept owned and 


developed by Viridis Corporation. Microsoft is a registered trademark and _Satearpeenengineetaneee 
Windows is a trademark of Microsoft Corporation. | IVI PUBLISHING 
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My Woro! THIs Is A FUN 


DICTIONARY! 


MERRIAM-WEBSTER HAS MADE A CHILDREN’S DICTIONARY 
THAT IS BOTH FUNCTIONAL AND FUN! 


One good thing about CD-ROM technology is 
once boring reference works such as dictionaries 
can be enhanced with splashy graphics and inter- 
active games and still be useful. That is what was 
done in Merriam-Webster’s Dictionary for Kids. 

This print dictionary also boasts word games, 
thus creating a playable reference tool. The graph- 
ics are circa a 1950’s diner, which produces a com- 
fortable, homey feeling. The dictionary contains 


Dictionary For Kids 


by Mindscape 


386DX, 4 MB RAM, SVGA, 
Windows 3.1 
I Merriam-Webster’s 


Requirements: 


Retail Price: $49.95 


Hard Drive Space: 


CREATIVITY. 


32,000 words with audio pronunciation, search and 
cross-referencing capabilities. 20,000 words are 
interactive, which means each is spoken aloud and 
then animated to explain its meaning and usage. All 
of the words are referenced with their meaning, 
usage, synonyms and histories. But the fun is in the 
word games. 
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instead it was challenging and fun! 


RELEASE YOUR CHILD’S INNER 


EA Kips Art CENTER IS NOW AVAILABLE FOR WINDOWS 
WITH OVER 40 COLORFUL PROJECTS. 


| remember a time when Crayola crayons were 
the only artistic outlet for kids. Thank goodness 
they are still around, but now kids have access to 
the power of their parents’ computers and sophisti- 
cated software as well. EA Kids Art Center is a 
piece of software that will stimulate your child’s 
imagination and encourage its expression. 

The Art Center has five main areas of creative 
expression: stickers, coloring book, costumes, paint 


Art Center 


by Electronic Arts 


386/25MHz, VGA, 4 MB RAM, 
Windows 3.1 


Available for: MPC and compatibles 
Designed by: Electronic Arts 


Retail Price 39.95 


Requirements: 


COMPUTER GAME REVIEW 


box and block art. Each area contains a variety of 
tools with which your child can create artistic mas- 
ter pieces. 

In the Stickers area there are twelve sheets of dif- 
ferent kinds of stickers which can be stamped any- 
where on a background scene. There are several 
dinosaur stickers which | found particularly fun to 
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There are many options to use in the Paint Box. This 
free area is open for all kinds of creative expression. 
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32,000 words can be found in the Dictionary for Kids. 
20,000 words come with animations. 


Crossword puzzles, and hangman are all well 
known and still very popular word games. These 
games are entertaining ways to learn new words 
and help keep an existing vocabulary strong. The 
puzzles in Dictionary for Kids are challenging and 
fun. My favorite was Alphabet Soup. It’s the classic 
word search game. Assisting you is an amusing 
cockroach. Other games include Monster in a Box, 
where you guess letters in hangman-style. 
Cryptograms, Read My Lips, a Simon-Says type 
game and a ladder-gram game are the others. 

It is a good thing when a once-shunned refer- 
ence book can be brought alive via CD-ROM tech- 
nology. This may encourage a young mind to use 
such a reference book and help build a better 
vocabulary. -Steven Greenlee 


Ole Cdlt Play Option Lelp 


In the Coloring Book, just point the cursor to the area 
to paint and click. Choose your color first. 


play with. In the Coloring Book, your child has 
many uncolored pictures to choose from and paint 
it according to their whims. Costumes allows kids 
to dress people up in all kinds of different clothes, 
hairstyles and colors. The Paint Box is the truly 
free area where kids can draw what they want and 
paint it however they wish. 

EA Kids Art Center was designed for pre-school- 
ers but some older children should find it plenty fun 
to use. All artistic works can be saved for use as a 
screen saver, which is becoming the modern 
equivalent of putting such works on the kitchen 
refrigerator. But if you want to put the work on the 
frig then you can print it out easily. Another nice 
print feature is the ability to create custom coloring 
books. -Steven Greenlee 


My son and | love this game!!! 
Or. ed t WO rk i / Robert Strauss, Burbank 
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My daughter (11 years old) and! have become “Oxyd” addicts. Thanks 
for creating such an excellent product. R. S., Germantown 

This is, without question, the most impressive game | have ever seen. | 
am amazed at the audio, visual and action. George L. Tanty 

One of the most elegant games I've played. Jeffrey Jondahl, San Diego 
| enjoy this game a great deal and so do my children and their friends. 


It is just what | have been looking for !! Jerome Wescott, Minneapolis 
I'm really impressed with your game, Oxyd. Congratulations on a 
unique and fun product, and best luck to you all. John M. Dodd 
Oxyd has to be the most artistically superb piece of programming that 
| have seen. From my position of having completed about one third of 
the single-player levels, the landscapes have been continuously varied 
with a marvelous attention to graphic and audible detail that makes 
each new one a continuing delight. | especially appreciate how the 
marble interacts in seemingly realistic but different ways when rolling 
over or bouncing against different “natural” (or unnatural) substances 
like stone, wood, swamp, freefall etc. Jeffrey R. Harrow 
Wow! That's all ! can say about Oxyd. What an incredible game! 
I'm completely hooked! The game is really slick, well designed. 
Itis rare to find such a visually appealing, addictive and playable game. 
| just had to write to tell you how much fun I've had playing Oxyd. The 
attention to detail - the sounds, the textures of the surfaces - really adds 
to the fun of the game. It invites the imagination for a ride. 

Thanks also for making all of the landscapes challenging but not 
impossible. Tom Phoenix, Portland 


Life after Oxyd?! 


= Sequel of the award 
= winning Oxyd game 
= for PC, Mac and 

© Amiga, featuring 

| 100 new levels! 

> Mac: IMB RAM, 

= color & monochr.! 


bse PC: 386 and up; 
= 2.5 MB RAM; 
EGA or VGA; 
Soundble. or 


lf your dealer does not carry Oxyd, Oxyd magnum! or Tubular Worlds, call 1-800-228-6993 to order 
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Oxyd Credits: 

Game of the Year 1993 
Australian MacWorld 

Best Brain Game 1993 


MacWorld Game Hall of Fame 


Game of the Year 1992 


Computer & Padagogik 06/93 


Game of the Year 1992 


Display Compuer Club e.V., Germany 
The variety of play is 
literally, incredible. 
Score this game a solid 10 


Current Notes 06/93 
"A" rating - Wow! Exquisite. 
A must for your games library. 
AmigaWorld 06/93 


Game of the Month. 


MacWelt 02/93 


Top of the Charts 


Brain Teaser Category, PC Games German edition 


Treat of the Month 


Atari Roundtable in GEnie, 12/92 


Editor's Choice 


PC Games German edition, 12/92 

Download a teaser from SWC (508) 368-7036 @ 

2400-14400 baud or send a check to Dongleware: 

1 10 levels of the Oxyd game $ 1.00 
PC, Mac, Amiga, ST or NeXT. 

1 The Oxyd Code Book $ 39.00 


See us at MacWorld San Francisco, Jan. 4th - 7th, Booth # 3048, North Hall 


1 Take 5 demo of magnum! $_ 1.00 
for PC or Macintosh. 

CQ) Oxyd magnum! CD PC/Mac $__ call 

1 Tubular demo PC or Mac $1.00 

1 ARYA VAIV for the PC $ 19.00 


O) Bolo demo CD for PC/Mac $ 4.00 
Shipping & Handling $ 3.00 
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$ 19.00 


DOS 3.x anduy 
| 640KB RAM; WG 
bla. or Adi. optiene 


" ‘ 
ee 


By Meinolf Schneider, 
the man who gave 
ys Oxyd. 
New Age music 
by Nik Tyndall. 
This hybrid CD ragga 
plays a great game on your computer and 
cool music on your stereo. Tough Choice! 


Mausvergnugen. 


The pleasure of "mouse-ing" around ™ 
You thought Oxyd and Oxyd magnum! were fun, you liked the sound 
you loved the graphics, and the clever gameplay just blew you away? 
Well, you are in for a nice surprise! Take along vacation, buy a CD-ROM 
drive and get ready to play. Jhe marble returns in January! 
Nik Tyndall's Lagoon available at record stores; ask them about Bolo. 
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Dongleware Publishing @ 35 Howard Street @ Cambridge, MA 02139 (617) 497-1130 
Checks, Visa & MasterCard accepted @ MA residents add 5% sales tax 


READING JOURNEY IS THE NEW 
STANDARD IN EDUTAINMENT! 


THE LEARNING COMPANY HAS DEVELOPED THE DEFINITIVE 
SOFTWARE TO TEACH YOUR CHILD HOW TO READ! 


This is one great piece of software! Many titles 
(and good ones at that) build reading skills and a 
few even tackle teaching reading. None of the titles, 
though even come close of touching the scope in 
Reader Rabbit's Interactive Reading Journey. 

The Learning Company has adapted original 
classroom curriculum in reading instruction and 


LéLber-La 


There are twenty Letter Lands and each one 
builds a vocabulary around a particular letter. The 
activity in each Letter Land is rich, varied and edu- 
cationally solid. Each Letter Land has hot spots 


Your child will learn new words in the Skills House. In the above case the “th” is sounded out and then your child is 
asked to repeat the sound. Then “an” is pronounced. After clicking on both parts they are merged into a word. 


enhanced it with CD-ROM technology. There is full 
motion animation and digitized speech which adds 
to the program’s ability to engage a child and help 
them learn how to read. 

Your child joins Reader Rabbit and his friends on 
an adventurous journey. Reader Rabbit is trying to 
help Sam the Lion find a kingdom to rule. As they 
follow the Reading Road they pass through Letter 
Lands. 


Parents will be able to keep up with the child's 
progress along the Reading Road by accessing POP. 


Reading Journey 


by. The Learning Company 
386/25MHz, Windows 3.1, 
'. System 7.0, 4MB RAM, VGA 
Available for: MPC and Macintosh 
Designed by: The Learning are earring Romany 


Requirements: 


saat Drive eines 2 re 
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which contain animations and sounds. In the “S” 
Letter Land you can click on strawberries, sparrows 
and more. In the “T” Letter Land your child is 
encouraged to finds things which begin with “T.” As 
the child is exploring the Letter Land, they are 
encouraged to enter into the Skill House. 


ki/l Hous 


There are four skill houses in which your child will 
interact with while tripping from Letter Land to 
Letter Land. Those skill houses are: Nan’s Nest, 
Ant Band, Mit’s Mess and Fun Fish. These are 
some of the most inventive, amusing and effective 
educational presentations | have ever seen. | found 
the Ant Band an extremely amusing and fun area. 
Your child’s goal is to outfit the ants with musical 
instruments. You gain musical instruments by suc- 
cessfully completing the exercises. In some cases, 
for instance, th child needs to complete a given 
sentence. While waiting for the answer, the ants 
animate with appropriate accompanying sound. 
Both sight reading and phonic skills are reinforced. 
All of these fun and interesting reading skills are 
accompanied by the storybooks. 


CoryPooks 


Children learn to read by reading and Reading 
Journey provides the perfect opportunity for kids to 
practice what they just learned. There are two sto- 


Reader Rabbit with friends Sam the Lion and Mat the 
Mouse find a new kingdom for Sam. 


rybooks to read in this section. This reading pro- 
gram contains 40 progressively challenging pre- 
printed storybooks with over a 100 phonics skill- 
building lessons. These lessons correspond to 
what is being experienced on the computer screen. 
This is the first comprehensive text book and com- 
puter software program that melds together seam- 
lessly into an effective and powerful educational 
tool. 

The stories can be read by the child or the com- 
puter will read the books aloud. The books begin 
simply and progress in difficulty as your child 
progress along the Reading Road. The books are 
designed to be read successfully. Each reading 
success builds confidence and the excitement to 
continue. 


iIngaom of Keéadin 


As you would expect, Sam the Lion does find a 
new kingdom to rule and along the way your child 
is introduced to a whole new world of reading and 
the fun of reading. One of the best attributes of this 
program is how it encourages young minds to con- 
tinue. There are no negatives used in the computer 
generated encouragements. When a child picks a 
wrong answer they never hear “wrong” or a nega- 
tive sounding beep. Instead they are guided to the 
correct answer. The encouragements are never 
mean or demeaning. The ants, for instance, say, 
“Pick again.” If the wrong answer is picked again 


the correct answer will be highlighted. Reader 
Rabbit's Interactive Reading Journey is simply the 
best you can buy. 


-Steven Greenlee 


As your child advances with words, they are chal- 
lenged to make sentences in this very fun exercise. 
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Ghostly guards protect 


the treasures of Cairn. 


When cornered, be 
prepared to fight. 


Wizards and assassins plot to kill the Duke 
and you ve been set-up to take the fall. 


. , 
The wizard's 
tower is not a 


po isi 


Unfortunately, 
neither is his 
hedge maze. 
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hadows of Cairn is the story of a 

young thief named Quinn, who has 

a serious problem. He’s too honest 
to steal anything. Worthless to his suild, his 


own master has set him up to take the blame 


: for the murder of the | Juke of Cairn. His 


only hope for survival is to make sure the 
assassination fails. 
In order to help Quinn save himself, you'll 
have to suide him through slimy sewers, a trap e) 
filled dungeon, an evil wizard’s tower, and a 
monster filled hedge maze (not to mention 
guards in the streets and buildings) to save the 
Duke in his palace at the top of the city. 
Superior video quality - supports 
all resolutions from 320 x 200 
up to 1024 x 768 at 2506 co lors. 
Full CD quality audio - Enjoy full 
CD quality sixteen bit audio tracks, 
stereo recorded at 44Hz. 
Rotoscoped character movement - 
sports live rotoscoped character 
movements, animat ted cinematic 


sequences and a great story line. 


CD ROM 


Available for Windows & DOS 
Macintosh & Power Macintosh 


: ° . ; | 
native mode versions COmMnNs soon. 


800-705-4223 
303-290-998 
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© 1993-1994 Ant Software. All Rights Reserved. 
© 1993 Masque Publishing 


CAN YOU SPELL “SNOOPY” 
OR ADD 2 + 2? 


THE PEANUTS GANG IS TOGETHER AGAIN TO TEACH YOUR 
CHILD THE ALPHABET AND SIMPLE MATH. 


Image Smith has licensed the Peanuts Gang and 
are using them to help teach young children the 
beginning basics of spelling and mathematics. 
Master Snoopy’s Math and Master Snoopy’s 
Spelling are based upon the popular Yearn to 
Learn series, but are single subject titles. 

In Master Snoopy’s Spelling, children are taught 
the alphabet and spelling skills in two simple, but 
focused games. Each game has five levels of diffi- 


snoopy’s Spelling/Math 


by Davidson 
Requirements: System 7.0, 4 MB RAM, 256 
Colors 
Available for: Macintosh 


Designed by: 
Distributed by: 
Retail Price: 


Image Smith 
Davidson 
$19.95 


Hard Drive Space: 6 Meg 
Age: 3-10 


culty. Pre-readers are taught alphabet recognition 
when Snoopy presents colored eggs with letters on 
them. The child is then asked to click on a letter. If 
a wrong letter is chosen, it will be offered again as 
the game progresses. 

For those a little older, they learn to spell simple 
words by guiding Snoopy over the screen and 


In Master Snoopy’s Math, the Peanuts gang teaches 
addition and subtraction to math beginners. 


MOOKY IS MY FAVORITE 
MONSTER. WHO’S YouRS? 


SIMON & SCHUSTER INVITES YOUR CHILD TO EXPLORE THE 
RICHLY DETAILED HOUSE OF THE MONSTER, MOOKy. 


Mooky Monster is not just another pretty face 
because hidden just below the surface of this 
Simon & Schuster title lies a beautifully pro- 
grammed early childhood learning product. My 
Favorite Monster invites young inquisitive minds to 
explore Mooky’s haunted house and in the process 
learn some valuable skills. 

There are some 350 clickable areas in the haunt- 
ed house which will delight young explorers. Find 


My Favorite Monster 


by Simon & Schuster 


Requirements: LC Ill, System 7.1, 4 MB RAM, 
CD-ROM 
Available for Macintosh 


Designed by: The Cute Compan 
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the skunk, click on him and watch him skate. Your 
child will also probably find the rapping rats. There 
are many more little animations to find in the six 
explorable areas of the house. 

some of the animations your child will find are 
learning exercises disguised as a game. For 
instance when Spot (the pet dog) is found your 


| Hi! Are you a monster? 


_ What's your name? 


| Do you live here? 


Whenever your child desires, he or she can talk to 
Mooky and all his friends. 


052 | 
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Guide Snoopy around the screen and capture the let- 
ters to spell a word. Misspell the word and he crashes. 


catching the letters which make up the word. 

Master Snoopy’s Math is based upon the same 
methods as the spelling game. Here there are 
three games: Darts (addition), Pumpkin Patch 
(addition and multiplication) and Cookie Time (mul- 
tiplication and division). 

The games contain visual clues as to the correct 
answer in order to help a child learn how to solve 
problems. Your child will have to weigh pumpkins 
on the scale, divide cookies up between the gang 
and score points in the dart games. 

Each title comes with lively and well done narra- 
tions and sound effects. The professionalism of the 
approach along with the beloved Peanuts Gang is 
a potent force in teaching young children. 

-Steven Greenlee 


You never know what kind of surprise is waiting for 
you in Mooky's Haunted House. 


child has the option of teaching him tricks. Each 
trick (shaking hands, sit, speak, etc.) is remem- 
bered in sequence and can be played back as a 
mini-movie. What this teaches your child are such 
things as cause and effect, sequencing skills and 
choreographing. 

Other games include Venus Flytrap’s Fabulous 
Food Fare, Mooky’s Morphin’ Match, Mooky-Oke, 
M.C. Mouse’s Golf Game and Eyeball Stew & 
Magical Paintbrush. Each game helps your child 
learn new skills or practice ones they have already 
been introduced to. 

The CD-ROM comes with a pre-printed list of 
objects and Mooky friends to find as they explore 
the house. The kids will enjoy the four original 
songs included inthe program. -Steven Greenlee 


truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip- 
Der control, and its more than being able to see the whole playfield at once so you can aim your shots, 
A great pinball game has that unique quality of playability and never- 
Rees’ ending challenge that keeps you coming back for...just one more 
i. gomeand.a shot at your new high score! 


© Washington Post- “Crystal Caliburn perfectly 
= captures the essence of a great pinball machine.” 


New York Times -"The realism is striking... 
[Crystal Caliburn] will be at the top of Silicon Santa's 
gift list this year.” 


Inside Mac Games - “ARCADE GAME OF THE YEAR” 


SYSTEM REQUIREMENTS: 


: 13" or larger 
monitor, 256 colors, and 
4MB RAM. 


Computer Game Review- “Crystal Caliburn sets a new 
standard. For realistic pinball on a computer, there's 
nothing like this game.” 


Electronic Entertainment- “Crystal Caliburn is simply , gee or wher 
the best, most realistic, most challenging pinball simula. _‘mraprocessor, Microsoft 


tion for the Macintosh yet.” (Rating: 9 out of 10) vd Z i 


. i" t ! : RAM. 
GAMES Magazine-"You'll forget you're playing on a Supports SoondBlestee” ond 


two-dimensional computer screen... the realism is other Windows compatible 
astonishing. sound cards, 


Solid State PINBALL Cry! 


talCalibur! fee => MacUser-"Electronic pinball’s Holy Grail.” 
el (Rating: 4 1/2 out of 5) 


P eC 
Crystal Calibur 
a iM S CECeY a U Ubl lt 
From the creative genius of LittleWing, developer of TRISTAN” and Eight Ball Deluxe” for Macintosh. 
Available from your favorite retailer or mail-order catalog. Interactive DEMO on AOL and CompuServe’. 


NOW AVAILABLE FOR WINDOWS"! 


StarPlay Productions, Inc. » PO Box 217 ¢ Greeley, Colorado 80632-0217 © Tel 303.447.9562 Fax 303.447.2739 


™ Crystal Calipum and Tristan are trademarks of LittleWing CO. LTD. Windows is a trademark of Microsoft Corporation. Other trademarks are property of their respective owners. 
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THE SHAPE OF THINGS TO 
COME IN 1995... 


ARNIE KATZ GAZES INTO HIS CRYSTAL BALL AND 
DETERMINES THE TRENDS OF THE YEAR AHEAD. 


(When company presidents need analysis of 
hot trends and future possibilities, one of the 
names on speed dial is "Arnie Katz." Writer, lec- 
turer, designer, consultant and assistant publish- 
er and editor of Electronic Games, Arnie 
peers into his patented crystal ball to see what 
lies ahead for electronic gaming in the coming 
year.) 

The next year may be the most memorable 12 
months in electronic gaming. That's no exagger- 
ation, no hype. In the words of Atlanta sports 
commentator Jim Ross, “It’s all breakin’ loose!” 
When the dust settles, which may take an addi- 
tional year, we'll be in a new interactive enter- 
tainment era. 

Sounds pretty exciting, doesn’t it? Time to get 
down to specifics. 

Cartridge games are experiencing the biggest 
downturn since the Great Crash of 10 years ago. 
While it doesn’t seem likely that video gaming 
will tumble all the way to zero, as it did in 1985 in 
the US, the 16-bit machines are now all but 
dead. 

New SNES and Genesis titles will be plentiful, 
at least through mid-year. The large companies 
have long-range projects too expensive to scrap, 
and the small outfits will rush whatever they’ve 
got in the hopper on the way out of the business. 

Don't expect many new projects for either con- 
sole. No one expects them to be a big part of the 
game business by next Christmas. 

Spring will bring a slew of bankruptcy stories. 
It wouldn’t be fair to identify the companies tee- 
tering on the brink, but there are quite a few 
familiar brands that won't live to see the console 
resurgence coming at the end of the year. 

This is a bad time to be a small company that 
only does 16-bit carts. Sales were way down dur- 
ing the just-completed holiday season, and it’s 
tough to sell big numbers of even the heavily 
promoted titles. Barry Friedman, president of 
International Computer Group, asserts that it is 
now harder to sell 50,000 carts than 100,000 
CD-ROM discs. 

The transition to new consoles isn’t going 
smoothly. The Sega 32X, intended to extend the 
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life of the Genesis, has yet to captivate con- 
sumers. Software titles are few in number and 
low in quality. This state of affairs will improve 
through 1995, but this is no instant hit. 

Jaguar has a big commitment from Time 
Warner, but money won't cure all of Atari's prob- 
lems. Distributors and retailers distrust manage- 
ment, and even Doom and Alien vs Predator 
haven't reversed the public’s low opinion of 
Jaguar software. If this system carves out a 
major market, it won’t start to happen until fourth 
quarter 1995. 

3D0 finished 1994 strongly, but there’s ram- 
pant dissatisfaction among third-party publishers. 
A royalty surcharge of $3 per disc to pay for 
hardware advertising isn’t sitting well. If this issue 
isn't settled soon, It could cripple 3DO software 
introductions in first-half of 1995. If it isn’t settled 
amicably, the platform’s prospects dim signifi- 
cantly. 

Philips has done an incredible job with CD-I, 
elevating it to a viable system. Despite improved 
funware, CD-I won’t become the top entertain- 
ment console. Its wide-ranging catalog gives it 
appeal for the whole family, but the hardware 
cant maximize performance in the all-important 
real-time action and action-strategy contests. 

The Sony Playstation, Sega Saturn and 
Nintendo Ultra 64 are all scheduled to debut by 
the end of 1995. New hardware systems seldom 
meet such timetables, however. With the possi- 
ble exception of the Playstation, none will be a 
major force until 1996. 

Don't look for a lot of first-rate floppy disk soft- 
ware for home computers in 1995. Blockbusters 
will be few and far between. The number of 
games in development in the US shrank during 
the second half of the year, and there’s no rea- 
son for the trend to reverse. 

European imports and shareware will keep the 
shelves full, though retailers are trimming prod- 
uct assortments. Prices will be a little lower, 
mostly because publishers won't risk many 
entries in the $60-plus category. 

Unfortunately, most of these games will be “B” 
titles, and it will take a careful gaming consumer 


to dodge the out-and-out turkeys. 

The gaming action will be hottest in two areas 
closely related to home computing: CD-ROM 
and telecommunications. A lot of video gamers 
will investigate one or both rather than let their 
gaming skills rust while waiting for a possible 
super platform to materialize. 

CD-ROM prices are headed downward. The 
average MSRP will drop to $39 and the street 
price will be about $25 for all but the grandest 
multi-disc titles. The media is cheap, sales are 
rising rapidly and this looks like a good time to 
bid for true mass market popularity. The multi- 
media honeymoon is sure to end in 1995. Right 
now, almost anything on a CD disc can find an 
audience, but users are growing more selective. 

Too many uninspired products will cool the 
public's infatuation with the concept of CD-ROM. 
It won't keep the good games from selling 
500,000 or more copies, but companies that 
specialize in ground-out database products will 
have trouble with sell-through. 

The first-person, real-time games will domi- 
nate the best-seller chart. id Software’s much- 
heralded Quake will be the hottest gaming topic 
mid-year. It could revolutionize the 
adventure/RPG field. Sports, particularly statisti- 
cal simulations,will be strong, too. 

Windows 95, with its multi-network support 
module, is another big boost for modem mania. 
Coupled with more user-friendly Internet front 
ends from Netscape and others, this will make 
the information highway much more accessible 
to people who aren't academicians or techno- 
dweebs. 

The biggest area of growth in tele-gaming will 
be multimedia products that provide game 
graphics and other information on disc for play 
across the modem. Dozens of such products will 
appear in the first six months of the year, and 
they'll be riding high by the fourth quarter. 

This is the year that cable gets into gaming in 
a big way. Several game channels are set to 
launch, following encouraging field tests. Right 
now, these services are keyed to traditional 
video games, but it’s an opening wedge. 

Overall, 1995 shapes up as a year of some- 
times-scary transitions. There’ll be a lot of bad 
news coming in the video game market, but all 
other segments of electronic gaming should 
record banner years. The best new multimedia 
titles will virtually redefine interactive electronic 
entertainment. 

It's going to be an amazing year. Let the 
games begin! -Arnie Katz 


ECSTATICA 


You'll have nightmares playing this game! 
Never before has such realistic gameplay 
been combined with such maddening 
adventure. Screams abound when a 
young girl's nightmares terrorize a 
town gone mad. Suddenly you're 
Caught up in a role-playing horror 
story that features ellipsoid 3D 
technology for the ultimate in 

realism. Over 200 beautifully 
animated sequences, incredibly 
detailed 3-D backgrounds and 

a broad mixture of action 

and horror make this game a 

unique, cinematic experience. 


Voluntarily Rated for Mature Audiences 
This title contains subject matter which may 
not be appropriate for audiences under 17 


675 Massachusetts Avenue ¢ Cambridge, MA 02139 © Phone (617) 497-7794 Fax (617) 497-6759 
This game was developed by Andrew Spencer. Animation by Alain Maindron. 


A COLUMN THAT’S A CHIP 


OFF THE OLD BLOCH 


ARNIE KATZ PAYS TRIBUTE TO A FAN OF HIGH MERIT AND 


HIGHER RENOWN. 


Robert Bloch, author of Psycho and numerous 
other fantasy tales, died recently. What most do 
not know is that he was a fanzine fan for over 60 
years. His humorous articles, collected as “The 
Eighth Stage of Fandom” has an honored place 
on my bookshelf. 

A great friend since my teenage years, Bloch 
also helped inspire this column. For a long time, 
he reviewed science fiction fanzines for several 
professional magazines. I’ve always tried to bring 
the same sense of humor, and sense of fairness, 
to the challenge of doing justice to the field of 
personal journalism. Had he, and the late Roger 
Philips Graham, not led the way, it is possible 
that electronic gaming fandom might not have 
had such a clearly marked path to follow. 

With the benign spirit of Robert Bloch peering 
over my shoulder, let’s go to the fanzines! 


> i= Barrel Roll Attack. 


Low Speed Yoyo. 


The Atari Zone Vol. 6 No. 5 

Edited by Dan lacovelli 

1411 N. 36th, Melrose Park, IL 60160-2726 

Bimonthly, $1 per issue, 10 pages 

The three-column layout is simple and utilitari- 
an, but Atari Zone is packed with news, 
reviews and activities to appeal to fans of the 
Sunnyvale company’s past and present. 

There's a lot of enthusiasm here, but little out- 
right cheerleading. That's a blessing for those of 
us who want to tap these specialists’ expertise 
without suffering through a 10 page commercial. 

If systems like Lynx, ST and Jaguar are impor- 
tant to you, a subscription to this fanzine is cer- 
tainly money well-spent. It’s definitely worth a try. 


The Dark Side #1 
Edited by Al Riccitelli 
27 Meadowbrook Dr., N. Branford, CT 06471 
Frequent, $1 per copy, 8 page 
One of the wonderful things about fanzines is 
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that the editor can print anything, ney want, on 


~ any subject. This new title, produced with a bit of 
help from veteran faneds Chris Kohler and Alan 
-Lanoie, embraces two topics: electronic. gaming 
-and professional wrestling. ‘Commentary about 
the Survivor Series and Yoko Zuna is side-by- 


side with short game critiques | and fanzine 
reviews. Al even draws an amusing, ganic ori- 
ented comic strip! 

It's hard to judge from a first issue, but The 
Dark Side appears to have considerable 
future potential. A good way to harmonize the 
varied content would be for Al to write more — 
about himself so we can learn more about the 
person who encompasses these diverse inter- 
esis. ee 


Infestation #10 
Edited by Alan Lanoie | 
204 E. Main St., Greenfield, TN 38230 
Monthly, $1 per issue, 10 pages 
Enter the sometimes-askew world of Alan _ 
Lanoie. It may not be pretty, but it’s generally a 
lot of fun. In the crowded pages of his fanzine, 
Alan reviews fanzines and games, presents mini- 
comics and tries to sting a few stuffed shirts. _ 


This is a real by-the-bootstraps operation that 


improves every issue. This time, Alan switches to 
a typewriter instead of handwriting everything. 
Next time? Maybe he'll leave a little white space 
sO we can = every Woes word. : 


The Immelman. 


Rollaway. 


To my knowledge, Alan is the first EG fan to 
join in a venerable fanzine tradition: trouble with 
the post office. The back page has an admoni- 
tion about misusing the mails, purportedly from 
the local postmaster. Alan's response suggests 
that he may follow in the footsteps of several 
notable amateur publishers and lose mailing priv- 
ileges, so better send for one of his boisterous 
zines before Big Brother strikes. 


The Laser #9 

Edited by Mike Palisano 

2 Rock Ridge Dr., Norwalk, CT 06854 

Bimonthly, $1.50 per issue, 26 pages 

This fanzine shows that intelligent, sincere 
fans can triumph over those who only rip and 
insult. Mike took some heat, most of it blatantly 
unfair, in the beginning, but he recognized that 
cooperation and friendliness are the glue that 
holds fandom together. Most of the bigmouths 
are gone, burned out by their own vitriol, but 
The Laser has survived to become one of fan- 
dom’s leading publications. 

Mike does most of the writing this issue, and 
it's all good, solid stuff. Few fanwriters put more 
effort into refining style and editing stories to a 
smooth polish. The finished issue shows the big 
dividends such extra care pays. 

His editorial, wondering how fans will adapt to 
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the coming changes in electronic gaming, pro- 
vides meat for reflection, and his reviews span 
just about every major platform. Of particular 
merit in #9 is his deep analysis of the recent deal 
between Sega and Atari. 

The Laser has arrived as an excellent elec- 
tronic gaming fanzine. Isn’t it time you sent for a 
copy? 


Video Game Genie #1 

Edited by Darryl Wolk & Steven Macaluso 

903 Elgin St., Newmarket, Ontario, Canada 
L3Y 5H4 

Frequent, $1.50, 14 pages 

Two fledgling fanzine editors pool their talent 
to launch this lively and fairly literate new title. 
Though they'd benefit enormously from studying 
some of the existing fanzines, the dynamic duo 
have made a fairly good start. The layout is neat, 
the articles have personality, and the writers 
even have pretty good taste in software. 

Video Game Genie, which has no con- 
nection to the game-changing peripheral of simi- 
lar name, emphasizes the cutting-edge multime- 
dia systems. They haven't ventured into CD- 
ROM yet, but they’re virtually up to the minute on 
consoles like 3D0 and Jaguar. 

Video Game Genie is this month's best 
first issue pick. It’s still got a long road to travel, 
but the journey should be enjoyable. Send for a 
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copy of the second issue and join the party. 


Video Zone #11 

Edited by Chris Kohler 

330 Totoket Rd., Northford, CT 06472 

Frequent, $1 per issue, 12 pages 

Alan Lanoie’s cover, a clever poke pokes at all 
the gaming prozines, is an appropriate start to 
this lighthearted, but sensible fanzine. It looks 
like Connecticut fandom is starting to spread its 
wings, and this is still the crew’s top zine. 

Besides an editorial and short letter column, 
the issue is mainly devoted to reviews of games 
and fanzines and a pair of articles. One covers 
the Senate hearings on violence, while the other 
is Alan Lanoie’s shot at the crimes and misde- 
meanors of the United States Post Office. (Is this 
a new fanzine theme?) 

In his last few issues, Chris has begun to 
exhibit a real understanding of the fanzine form. 
The quality has surged upward, and it looks like 
the best is still to come. Add Video Zone to 
the recommended list. 

Attention fanzine editors: If you’d 
like your fanzine reviewed in this col- 
umn, send it to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. | read and save every zine 
sent, and I'll try to describe as many 
of them as possible each month. 


Warriors of the cyber skies rejoice: project WingMan Extreme is complete, 
the joystick has been perfected. Never has guidance control been so fluid, 
trigger action so responsive, view control so easy. WingMan Extreme can 
be the difference between the thrill of victory and the ejection seat of 
defeat: a solid professional in a field of puny lightweights. WingMan 
Extreme is waiting at your dealer, or to get product information by 
fax, call 1 800 245 0000 and request document #7014. 
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THE MAGAZINE OF MOVIES, TELEVISION AND NEW MEDIA ON THE EDGE 


GET 12 ALL COLOR ACTION-PACKED ISSUES FOR 


ONLY $19.95 


Save $10 Off the Regular Subscription Price! 


The coupon below is your VIP pass to ee ae 
special savings on a charter subscription CIMICCCA Pe. 
to the only full-color monthly magazine pertain: — brine agalll 
of science fiction, action, and adventure 
movies! Save big bucks and get the first 
word on the hottest new movies and TV 
every month! 
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MICROSOFT PRES. LINKED 
TO BIBLICAL PROPHECY. . . 


NOT REALLY, BUT THERE MIGHT BE SOME TRUTH TO SOME 
OF THE STORIES ABOUT HIM AFTER ALL! 


The hottest news on America On-Line 
comes from a user who evidently has too much 
time on his (or her) hands. If you take the name of 
the owner of Microsoft, William Henry 
Gates Ill, and reduce it to what he commonly 
goes by, you get Bill Gates. Reduce this further to 
ascii code, and you get 66+73+76+76+71+65+ 
84+69+83, which equals 663. Tack on that final 
three (since he’s Bill Gates the third), and you wind 
up with 666. We hereby dub this new incarnation of 
the Microsoft head honcho the ascii-Christ. The 
moral of this story? Don’t ever let a computer geek 
spend this much time alone. 

While we are on the topic of Microsoft, conspiracy 
theorists and fans of anti-trust lawsuits will be excit- 
ed to learn that Microsoft is trying to take a couple 
more giant steps in the Mother-May-| game of life. 
The news is out there that the mega-corporation is 
in the market to purchase Creative Labs. If that 
isn't enough, there are also reports that Mr. Gates 
and crew have their collective eye on the kind folks 
who manufacture Quark XPress. |'m sure that 
the myriad publishing companies who use Quark as 
a desktop publishing mainstay will be begging that 
Microsoft, should the deal go through, will continue 
to work on Macintosh upgrades. 

Just when you thought the whole trend of one 
company buying up another one was done with, 
Virgin Games went out and purchased the soft- 
ware publishing assets of Media Vision. One 
can only assume that this bodes well for both 
companies, and we look forward to seeing the 
Virgin touch placed on the bulk of games 
coming from Media Vision. This news 
comes after the chapter 11 filing of 
Media Vision. 

If you haven't picked up a 
Vivid 3D from NuReality 
yet, they've recently 
dropped the price of this 
handy little gadget to 
$79.99 suggested. 
This means you 
can pick up 
one of the 
better 
hard- 


A. 
a 


ware devices of the year for probably $65.00 at the 
average retailer. Cool! 

Normally, this column is not used for editorializ- 
ing, but as this is also the place where some addi- 
tional opinion is offered, here goes. You may be 
wondering why CGR hasn't talked at all about the 
Cybermania awards that were televised of late 
by TBS. There is a good reason for this. Basically, 
the staff of this magazine and this writer feel that 
these awards have been more of a disservice to 
this industry than a service to it. There were 
significant problems with the Cybermania 
broadcast and set up. What are some of 
the problems? Well, the nomination 
procedure for one. None of the 
major computer gaming publica- 
tions were contacted, and no 
one in this industry that we 
have spoken to regard- 
ing these awards were 
in on the nomina- 
tion process. 
When _ the 
Oscars are 
handed 
Sit, 


people that vote on them are other actors, 


Brings You 
a Virtual World 
interactive Movie! 


What Reviewers Are Saying: 
“Lots of games push the 


producers and directors. For these video 
and computer game awards, there was 
nothing like that. There was no dis- 
tinction about gaming system, etc. 
for each nomination. Game of 
the year went to Mortal 
Kombat, but it was 
never said which ver- 
sion of the game 
was given the 
award. In addi- 
tion, the 
winner 
was 
M K 
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the envelope—Under a Killing Moon 
blows it to smithereens!” 
—William Trotter, PC Entertainment 
“A ground breaking 
CD adventure!” 


—Joyce Worley, Electronic Games 


Gey > | «C“Under a Killing Moon combines 
AN@ ,»| the best elements of movies 


and computer games... It literally 
pulls you into the screen.” 


—Denny Atkin, Entertainment Editor, 
Compute Magazine 


This category-creating Interactive Movie from ACCESS Software goes light 


years beyond any other product labeled “interactive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 


st appeared in 


an Streets, 


in a year in which Mortal Kombat II was 
released. In a year in which SimCity 
2000 was created, SimCity 
Enhanced CD-ROM was given 
an award for best strategy game. 
It ran against Forever 
Growing Garden and 
Dune II for the Genesis. 

It did not run against 
X-Com. In short, 
much of this 
show and 
these 
awards 
did not 


OQ: What do 

film stars 

Brian Keith, 
Margot Kidder, — 
—& Russell Means 
all have in 
common? 


o 


make sense. People were forgotten, and certain 
awards were not televised because the “wacky” 
entertainment bits that occurred on the show took 
too long. Add this to the fact that there were several 
people we have talked to who felt that the entire 
program took much too much of a humorous 
approach with what is to the people involved seri- 
ous work, and you have the makings of something 
that has not gone over well in the computer enter- 
tainment industry at large. 

Because of this, we have decided to try and enlist 
the support of the other gaming magazines in the 
marketplace and create a system whereby we, as 
an editorial community, can create an award sys- 
tem that adequately represents true excellence in 
software entertainment. The ball has been rolled, 
and while the plans aren't finalized yet, we are hop- 
ing that an editorial award system can be in place 
for CES this January and in all subsequent 

Januarys. At this point, things look pretty positive 
that this will become a reality. As a final note, 

we want it known that if this should happen, 

the awards will come from the editorial 
community as a whole, not from CGR 
and everybody else. We can be 
democratic, too. 
We have a bit of a clean up 
needed from last month's 
review of Eclectek’s 
JigSoft product. We 
inadvertently mis- 
printed the com- 
pany's 800 
number. 

T he 

cor- 


rect number is (800) 344-9798. If you want to fax 
them, you can do so at (503) 343-8442. We hope 
this hasn’t caused anybody to give up trying to get 
this game (the number we printed is no longer in 
service), since JigSoft is pretty darn cool and is 
worth taking a look at. Sorry ‘bout the mix up, 
everybody. 

We heard there was a bit of friction at 
COMDExX between the Roland booth and the 
Creative Labs booth. Seems they were right 
across the way from each other. It also seems that 
the cats manning the Roland booth had a little fun 

the expense of CL’s AWE32. Play nice, you 
two! 

We've heard of some cool products, but an 
upcoming title from LucasArts may be one of 
the most interesting we’ve recently come across. 
Going by the intriguing name of Indiana Jones 
and his Desktop Adventures, this is a 
Windows-based product that randomly generates 
short story-games. The idea is that each game can 
be solved in an hour or less, and each time you 
play, you get a completely different story and game. 
The stories are all set in the 1930s in Mexico, 
where other scientists are locating treasures and 
selling them off. As Jones, it’s your job to stop 
them. There will be a total of 15 quests, each with a 
number of possible variations of how to get to the 
end. Sounds pretty cool if you ask us! 

FormGen, the distributors of Apogee, have 
announced a new affiliate label program designed 
to offer more presence for the buck for those who 
sign with the company. Perhaps some day, their 
affiliate program will be of the same size as that of 
Electronic Arts. 

Ok, gearheads—there’s a company out there 
called Number Nine (or is that #9, or Number 9, 
or what?) that is getting ready to produce 128-bit 

graphics accelerator cards. Probably won't be 
that useful for much of anything except for 

CAD programs and Origin games. 
Does it frighten anyone besides us that 
Toshiba has a guy working for them 

whose title is Director of Hard 
Disk Drive Marketing’? 

Talk about having a well- 
defined job description! 
Well, my column’s 
getting narrow, which 

can only mean I’m 
outta space. 
See you all 

again in a 
month! 


Do THE NEW PENTIUM CHIPS 


HAVE A PROBLEM? 


THE DOC MAKES A HOUSE CALL TO SOOTHE THE NERVES 
OF A PATIENT LOOKING AT NEW TECHNOLOGY. 


Greetings, patient readers, and happy holidays! 
Tis the time of year when new computers arrive in 
befuddled households, and software gift giving 
euphoria gives way to the reality of nightmare instal- 
lations and buggy programs. 

Ah, well, it’s all grist for the Game Doctor's mill, so 
please find a seat, grab a sleazy tabloid, and the 
Game Nurse will be with you...eventually. Until then, 
why not revel in the miseries and problems of others 
for a while, as the Doc attempts to calm their fevered 
brows? 


Q: Believe it or not, Doc, | just heard a story on 
the radio and you were the first person | thought of. | 
heard that there is some kind of terrible bug in the 
new Pentiums that can cause all sorts of terrible 
damage to your system. | was planning on buying a 
new Pentium 90 and now | really don’t know whether 
this story will be buried or what, but | trust you to give 
me the straight dope on this. 

What’s the deal? 

Les Noonan 
Flushing, NY 

A: Chill, Les, | think it's going to be okay. | really, 
really do. 

The “bad chip” story surfaced the day before 
Thanksgiving and looked like it might bury the big 
holiday sales push for the new Pentiums (Intel alone 
is supposed to be spending something like $50 mil- 
lion to push the new 586 machines). According to 
these reports, one in ten of the new Intel chips which 
power the big PCs was flawed. 

Initial horror stories might have caused a night: 
mare, but reassurance came from Intel in two waves. 
First, it assured the public that the nature of the flaw 
was such that only extremely high-end mathematical 
applications would ever be affected. Then, mere 
days later, the chip champs announced a patch for 
the flaw. 

The computer community was briefly stunned, but 
Intel's stock barely fluttered. 


Q: | think | may have the correct answer to your 
trivia question in the December ‘94 issue of CGR [“In 
the early ‘80s, a very successful entertainment soft- 
ware company was all but driven out of business by 
its disastrous release of an interactive program in 
which the user wore a headband which was attached 
to the computer...”]. 

1) The name of the company was Synapse, mak- 
ers of such great games as Shamus, Shamus |I, and 
Zeppelin for the Atari 800 and other computer sys- 
tems. 2) The actual product was called Relax, and 
consisted of a headband and software that allowed 
you to hook yourself up to a computer and [worked] 
through the use of biofeedback. Also, if I’m not mis- 
taken, some of the original ambient music that 
played in the background as you controlled one of 
the “psychedelic” displays was composed by one of 
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my favorites, Brian Eno. 
| still kick myself for not buying that program! 
Thomas N Tjarnberg 
Seattle, WA 
A: What more can | say, Thomas? You got it all— 
including a Game Doc Prize Packet which is in the 
mail. 


Q: This has been bugging me for a while, Doc: 
I'm talking about games that open with incredible 
sequences, full of killer state-of-the-art computer 
graphics like something out of an SF movie. But 
then, when the game actually begins, it’s nothing 
special! 

With all the great computer graphics technology 
out there, why can’t any of these games make the 
part you play as cool as the part you watch? 

Dean Arnaut 
Pontiac, MI 

A: Okay, Dean, let’s take this one in two parts. 
First, as to why most introductory demos are so 
much hotter looking than the games themselves, the 
answer is simple: interactivity. Those demos are sim- 
ply mini-movies, produced under controlled condi- 
tions, while the games themselves must allow for 
user movement and other variable input. Second, for 
a look at games that offer some astounding visuals 
in interactive mode, check out Wing Commander III 
and Under a Killing Moon. 


Q: | need help. | recently purchased [a game 
which] requires a 486/33 with 8 meg of RAM. | have 
a Fastdata 486/25 SX non-upgradable motherboard. 
| have heard of the Intel 486 overdrive processor; will 
this help? 

Stephen Sztuk 
Morristown, NJ 

A: Sorry, Stephen, but | don't think the overdrive 
will do the trick, i.e. provide full 486/DX emulation. 
Do yourself a favor and get a new motherboard 
(obviously, adding RAM is no problem); we've seen 
the non-Intel ADM 486/DX boards for under $400, 
and you might also want to think about making the 
jump to Pentium format. 

You know, variations of this query are the most 
commonly-received questions here at the office. So 
for those folks ready to move up to the 486 standard, 
please, save yourself worlds of grief and avoid these 
non-upgradable, low-speed models. A 486/DX 
should be the minimum configuration any potential 
purchaser should even consider. End of sermon. 


This issue’s trivia question is: What was the name 
of the commercial program from the mid-’80s that 
“interacted” with users through a text interface? The 
developers even boasted that the program could cre- 
ate prose and poetry. 

That's it gang. Write us at: Game Doctor (CGR); 
330 S Decatur, Ste. 152; Las Vegas, NV 89107. 
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Your weapons: Five bombs, hover grenades 
and a really big gun. 


Run, jump and blast your way 
through 17 deadly levels. 
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Hang around with goblins, ; 
mutants and other lethal lifeforms. 
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BY GAMERS. FOR GAMERS. 


©1994 Interplay Productions, and Blizzard Entertainment. 
Blackthorne is a trademark of Interplay Productions. All rights reserved. 
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COACH THE LEAGUE’S BEST IN 
THE PRO BOWL GAME. 


ACCOLADE GETS AROUND THE PROBLEM OF USING STOCK 
NFL VIDEO CLIPS BY FILMING THEIR OWN FOR A VIRTUALLY 
LIMITLESS NUMBER OF PLAY COMBINATIONS. 


Attempts to bring live action video to a football 
game have mostly failed in the past. Most of the 
problems stemmed from the fact that the clips were 
limited and did not always correspond with the play 
called or showed teams different than the ones that 


‘were supposed to be playing. The technology to 


create a game where the look and feel is like 
watching Monday Night Football may be far away. 
However, Accolade has found a way around 
these problems as opposed to dealing with them. 
Instead of trying to use clips from real NFL games, 
they filmed their own using the players of the 


Orlando Predators of the Arena Football League on 


the field of the Florida Citrus Bowl. Each player 
wears a jersey with the name of an NFL star to por- 
tray that player. Then, for days they ran play after 
play filming a number of different outcomes and 
results. 


Live Action Football 
by Accolade 


Game Summary 

Coach either the AFC or NFC in a Pro 
Bowl style game with some of the top names 
in the NFL. Al Michaels calls the play-by-play 
and Pat Haden adds in the color commen- 
tary. Over 600 actual plays were filmed using 
real players to provide a high degree of vari- 

~ ation. 


Requirements: MS-Windows, 486/25+, SVGA 
8Mb RAM, CD-ROM drive 
Microsoft Windows 
_ Sound System 
Available for: PC and compatibles 
Designed by: Accolade 
Distributed by: Accolade 
~ Retail Price: $69.95 
Theme Football Simulation 
Release Date 4th Quarter, ‘94 


Sound Support: 
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It is up to you then, to call either a run or pass 
play on offense and what side of the field to go to. 
Try a WR Long Post to the right to avoid the speed 
and skills of Deion Sanders on the left. Or run Barry 
Sanders up the middle on a draw and let him per- 
form his magic. On the defensive side, the process 
is similar as you must choose a run or pass 
defense and what type for each set. Should you 
stack the middle and blitz or cover the outsides? If 
it's third and long you might want to drop back into 
a Dime package and not worry about the run. It’s 
your call. 

An NFL game would not 
be the same, though, 
without Al Michaels call- 
ing the play-by-play with 
Pat Haden giving the 
color at his side. They'll & 
call it as they see it and § 
even give some insight § 
into your performance. i 
While you search for the 
right play call, they'll bring jaa 
up the photos and stats of fim 
some of the game’s best 
to discuss their careers 
and abilities, or provide 
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last play. 

Although Live Action Football would probably be 
most fun when played with a friend, a challenging 
Al could provide a worthy opponent. Don’t try to run 
the same stuff against it all the time, since it will 
learn your tendencies over time and adjust its strat- 
egy to stop you. 

The game will be released for Macintosh as well 
as the PC, requiring 68030/33 MHz or any 68040 
processor, 8Mb RAM, 2x CD-ROM drive and a 16- 
bit color monitor. 
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So real, you may have to 
notify air-trattic control. 


You no longer have Activate dual fire but- 
ties to imagine the expe- tons, throttle control, 
rence. Because and more! 
now you can live SO flexible, if even 
the dream. transforms into a fixed- 
Introducing column steering wheel for driving 
G-FORCE, the high- simulations. 
tech flight yoke that Try G-FORCE by Suncom. It’s like a 
| lets you pitch, roll, heavy dose 
bank, soar and never lose control. of reality. 


Suncom 


TECHNOLOGIES 
FOR IBM & COMPATIBLE PCs. 
screen shot of World Circuit by Microprose™ 6400 W. Gross Point Id., Niles, IL 60714 708/647-4040 


AKE THE FIELD AS AL STEPS 
INTO THE BOOTH. 


AL MICHAELS IS BACK TO GIVE THE PLAY-BY-PLAY AND 
THIS TIME HE KNOWS THE PLAYERS’ NAMES, AT LEAST ON 
_ THE ADD-ON PLAYERS DISK. 


Fans of the Hardball series of baseball games 
from Accolade will be happy to hear the latest edi- 
tion is nearing completion. Al Michaels has finished 


| : his play-by-play work and the final product should 
be on its way in the very near future. 


In a ground-breaking effort, HB4 claims to be the 
first baseball game designed completely in 256- 


color SVGA graphics. It boasts digitized-video play- 
_ @f graphics and features a number of new anima- 


tions such as different pitching motions, batting 
stances and swings to add to the realism. 
Most teams will have their home field to play in 


_ with twenty-eight realistically rendered ballparks, 


featuring different altitude, field and wind condi- 
tions. The ball might be able to make it out of 
Wrigley Field easily with a stiff Lake Michigan wind 


blowing out to left, but plan on a similar effect in 


_ Mile High Stadium while you play the Colorado 


- Hardball 4 
by Accolade 


Game Summary 

-_ Al Michaels returns to do the play-by-play 
as you coach, bat and field for your favorite 
team, or one that you created yourself. Play 
a 162 game season and try to make it to the 
World Series. Your best players will get to 
play in the All-Star Game at the mid-season 
break. 


Requirements: 386/33+, 4MB RAM 


VESA SVGA 


Designed b Accolade 
Distributed b Accolade 
Retail Price 559.95 


Available for: PC and compatibles 


Theme Baseball Simulation 


Release Date 


4th Quarter, ‘94 
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Rockies, as the thinner air can create some inter- 
esting effects on both the baseball and the players. 

To give the game more depth, the Accolade team 
gave HB4 the ability to track stats in more cate- 
gories then before including batting averages 
against left and right hand pitchers, put-outs, 
assists, wild pitches and percentages of pop-ups. 
This should give a greater grasp on a player's abili- 
ties taking some of the guess work out of coaching 
in HBS. 

Other new features include zooming and panning 
baserunner windows which move with the runner 
so that ne always 
appears on the screen. 
The Al has been 
tweaked for over three 
years creating a comput- 
er opponent that is much 
tougher with more 
aggressive base-run- 
ning, run-downs and 
pick-offs. Along with the 
usual batting practice 
there is also a Home 
Run Derby so you can 
show a buddy why your 
favorite player is the king 
of the long ball. 


- Sound Support: Most major sound cards aaa dda 


lf you really want to simulate the Bigs, you'll have — 
to get a copy of HB4 MLBPA Players Accessory 
Disk that contains the statistics and digitized color 
photographs of 700 Major League players. Also, Al 
won't be calling out, “At the plate, number 25, a left 
fielder, batting .286.” Al has done his homework 
and knows every player's name when he steps up 
to bat. The disk will retail for $24.95. 

lf you want to put yourself on the roster of a team 
bound for the playoffs, import a picture of yourself 
and make up your stats in baseball card fashion! 
Now you can really lead the team to victory! 
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COMMAND YOUR 
RENEGADE FORCES 
AGAINST BIG ODDS. 


A TERRAN OVERLORD WANTS TO 
CONTROL THE UNIVERSE. 


SS! puts you in command of the action to stop an 
overwhelming Terran Overlord government that 
wants nothing more than power and control over 
the universe. You and your renegade band are the 
only ones in a position to stop them. 

Fly your choice of futuristic ships such as the 
speedy Cheetah and the elusive Space Gull or the 
exotic Fluttering Petal. Take out the massive 
Pegasus if you want a taste of some real power. 
Combat takes place from a first-person perspective 
that lets you direct the action from the cockpit, just 
the place you want to be. 

With SVGA graphics, spectacular 3D cinematics, 
digitized voices, killer music and extreme sound 
effects the ships and the universe come to life. 
Multiple levels of difficulty give pilots of all skill lev- 
els the opportunity to play, and the Space Combat 
Simulator mode lets you hone your skills before 
heading into the action. 


—acet 


Renegade 
by SSI 


Game Summary 

Command a squadron of Renegade fight- 
ers against an overwhelming Terran overlord 
Government invasion force. Fly your choice 
of futuristic ships with different strengths and 
weaknesses. A variety of pilots with their 
own abilities and levels of experience will 
assist you in battle. 


Requirements: SVGA, 4MB RAM, Keyboard 


CD-ROM Drive 


Sound Support: Most major sound cards 


Available for: PC and compatibles 
Designed by: SSI 
Distributed by: Mindscape 


Retail Price: N/A 
Theme Space Flight Simulation 


Release Date 4th Quarter, ‘94 
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Quoting the Quotes 


****THE GRANDEST FLEET**** 


"The Grandest Fleet is a fun game, and one that 


should live a good long life on many gamer's hard 


| drives." 


-M. Evan Brooks, Computer Gaming World 


"This game[The Grandest Fleet] is hot 
deserves to reap what it has sown” 


and QQP 
-Ted, Computer Game Review 


thanks to a 
And once you are into it, 


",..1it'’s relatively easy to get into, 
well-designed interface. 
you'll have a hard time stopping.” 

-William R. Trotter, PC Gamer 


"This is what great gaming is all about.” 
-M. Evan Brooks, Computer Gaming World 


"The Grandest Fleet is a fascinating little world 
of its own, and one definitely worth exploring.” 
Dennis Lynch, Chicago Tribune 


****BRIDGE OLYPIAD**** 
"OOP's reputation for producing top-notch strategy 


| games gets another boost with Bridge Olympiad - 


another winner” 
Joe Novicki, PC Gamer 


"Great graphics, and smooth interface makes for 


| quick play against strong opponents.” 


-PC Gamer 


****SOLITAIRE'S JOURNEY**** 


"If I were stranded on a desert island with a 
laptop and a crate of NiCad batteries and were 


| allowed only one game, Solitaire’s Journey would be 
| aor pick,” 


-Carol Hartman, PCM 


"It is impossible to count the hours that will be 


spent on such a quick, clean, playable diversion as 


| Solitaire'’s Journey." 


-Alan Emrich, CGW 


Quantum Quality Productions 
495 Highway 202 
Flemington, N.J. 08822 
(908) 788-2799 
75300, 3223 
Delphi QQP 


Compuserve Genie QQOP 
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Making matters worse, the Freak community is 
growing particularly nasty due to the effects of a 


SAY NO TO Goop OR sinister mind-altering substance known as Goop. 


Normal citizens and ordinary creatures are also 


| beginning to mutate and become incredibly fierce 
6 ECO Mi E A J U N Ki = & which is probably attributable to the Goop. 
As a free-lance exterminator, you must go under- 


CYBERFLIX CONTINUES TO CREATE CYBERPUNK WORLDS cover on four missions to stop this growing menace 
FILLED WITH ANGRY MUTANTS AND GREEDY LEADERS. before it gets out of control. Your involvement will 


be denied by MEI to protect their image. 


In a world where the undead are more than just 
_ brain-hungry zombies, there is a corporation called 
Mortality Enforcement, Inc. The undead are a com- 
monplace part of day-to-day living and it is MEl’s 
job to keep them in check. But the company is in 
peril since its monopolistic empire as undead exter- 
minators has come under fire from a band of politi- 
cally correct hell-spawn who are pushing the civil 
rights issue. MEI is in need of some creative way to 
protect its image and boost its business fast. 


In each assignment, there are four sub-levels and 
possible hidden levels, each with a different setting 
and cast of ghouls to fight. Each subsequent level 
increases in difficulty and ultimately leads to a 
Level Boss, a creature who is particularly ferocious 
and who, in order to be defeated, may require the. 
player to use key weapons or advanced moves. 


Skull Cracker 
3 by Cyberflix 


Game Summary 
You are employed by Mortality 

Enforcement, Inc., a corporation who is 
known for battling unruly undead and send- 
ing them back to where they came from. - 
Choose between Bonebreaker or her male 
partner Skullcracker and go on assignments 
to rid society of this rotting menace.. 


Requirements: ; 8MB RAM, Mac Sys. 6.07+ 
PC 386+, Windows 3.1 
Sound Support: Sound Blaster and compatibles 
: Macintosh Sound System 


Release Date ; 1st Quarter, ‘95 — 
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B You have exactly two hours to find 


Cycle” into your skull. 


lied “Burn 
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loaded a particularly repugnant little cyber 


a 


Your name: Sol Gutter. Occupation: data thief. The bad news is you've just down- 


# 
PHILIPS 


COMING SOON 


MAC & PC CD-ROM = PHILIPS 


Limited first editions of Burn:Cycle contain a separate original hardcore rave soundtrack CD. Burn:Cycle ©1994 Trip Media Limited. © Philips Interactive Media International Ltd 1994 Simon Boswell. All rights reserved. ©1994 Philips Media. All rights reserved 


Tech ology licensed from 


ID SOFTWARE, creators of 


PSE EARP DENS GRAS ELSRS EN SPDA MITER SOO OSL SLMS AVES SEE SUB PETAL EINE OVOP OLEAN ET: Bed 


CREASES OTS! 


| 


bottom line? ° 
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—— THE PINNACLE OF 
ENTERTAINMENT SOFTWARE 


_ Available on IBM CD-ROM and 3.5" disks. To order call: (305) 373-7700 © (800) 468-7226 © BBS (305) 374-6872 
_ Software Creations BBS (508) 365-2359, 2400 Baud ¢ (508) 368-7139, U.S. Robotics ¢ (508) 365-9352, 14.4-28.8K 


Wolfenstein is a trademark of ID Software. All Rights Reserved. Corridor 7: Alien Invasion and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged. 


CGR Preview 


NOBLE PILOTS PREPARE TO 
FLY INTO THE INFERNO. 


NOT ONLY IS THERE AN EVIL ALIEN RACE WANTING TO WIPE 
HUMANITY OUT OF EXISTENCE, BUT THE HEAD ALIEN WANTS 
TO TAKE OVER THE UNIVERSE AS WELL! 


Inferno: The Odyssey 


by Ocean of America 


Game Summary 

Is there no greater glory than saving 
humankind from total destruction at the 
hands of evil space aliens? The Rexxons 
must be stopped and the task at hand is 
solely your own. Fight the aliens in a number 
of different areas, including their own moth- 
ership. 


It's a good thing evil aliens look so gruesome, 
because it would be hard to fight them if they 
looked like Bambi. In Ocean of America’s Inferno, 
the aliens are not only hideous looking, but are ris- 
ing up to challenge mankind's existence. It is your 
job to fight the Rexxons and save humanity. Just so 


Requirements: 


VGA, 4MB RAM, 386/33 MHz 


Sound Support: Most major sound cards 


you fully understand the picture, it is your sole 


Bole to the Pull 


Whether its the 
mEormula 1 Race 


2 clang of 


or the rumble 


responsibility to save our species. 

Inferno boasts polygon mapping with three differ- 
ent flight models and detailed spacecrafts, 
weapons and cockpit systems, as well as high 
speed arcade-like graphics. The solar system is the 
arena with battles taking place on seven planets 
and three moons. Game play includes flying inside 
enemy space crafts (the Rexxon mothership is over 
six miles long to scale), over surfaces and through 


“VIRTUAL UTOPIA!” 


Marc Dultz, STRATEGY PLUS 


Release Date 1st Quarter, ‘95 


mysterious expanses of space. 

Inferno is the sequel to TFX: Tactical Fighter. It 
also contains original music from the British band 
Alien Sex Fiend. One of the new technologies engi- 
neered into Inferno is the ability to look around the 
spaceship cockpit, thus simulating a look over your 
shoulder. 


“A DOUBLE MUST-HAVE. 
Anyone who plays computer 
games will want this 
AMAZING CHAIR!” 
Marc Spiwak 
POPULAR ELECTRONICS 


“1 could actually FEEL the 
punch of the afterburner!” 
Ed Dille, ELECTRONIC GAMES 


HOW IT WORKS 


A 100 watt subwoofer built into the base generates 
low frequency sound that resonates through the 
wave chamber hidden inside the chair. Thus you not 
only hear but FEEL your simulation. Paired with your 
amplifier, the ThunderSeat makes your favorite flight 
sim as realistic as it can be without a motion 
simulator! 


OPTIONAL SIDE CONSOLES 
put your favorite joystick controls and mouse at a 
convenient position. Add a keyboard holder and 
you have the perfect setup for both flight 
simulation and office work. 


For a FREE CATALOGUE CALL 


1 ¢ 800 ¢ 8-THUNDER 


ThunderSeat Technologies 
6330 Arizona Circle ¢ Los Angeles, CA 90045 
310 © 410-0022 FAX: 310 © 410-1569 
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A NEW GAMING GENRE IS 
AFOOT IN ABSOLUTE ZERO. 


DOMARK PREPARES FOR THE RELEASE OF A NEW GAMING 
GENRE THAT THEY LIKE TO CALL Scl-SIM—COMBINING 
SCl=-Fl ADVENTURE WITH HIGH-TECH SIMULATION. 


Domark has been well known for it’s flight simula- 
tion tittes—the company has now embarked on a 
project to combine this technology and knowledge 
with a gripping storyline. Fans of such products as 
Flight Sim Tool Kit asked for a space sim, and 
Domark is preparing to deliver. But Domark’s game 
developers wanted to do something more than just 
the usual space dogfight game where your pilot 
persona might move up in rank or get a medal for 
successful missions. 

The year is 2374 and the European Mining 
Colony on an alien planet primarily serves as a 
major refueling depot for Earth. The planet is any- 
thing but comfortable and inviting, and the more 
than 200,000 colonists have developed gigantic 
mobile arcologies to ensure their survival amidst 
the freezing temperatures and thin atmosphere of 
the place they call home, Europa. 


Absolute Zero 
by Domark 


Game Summary 

In the future, Earth will be getting its fuels 
from off-terran mining colonies. One such 
colony is located on Jupiter's moon, Europa. 
The two hundred thousand miners of the 
European Mining Colony drag their huge 
arcologies across the moon’s surface and 
dig their ore in relative peace. One day the 
peace is shattered by an alien race. 


Requirements: 


486/33MHz, Macintosh, 
4MB RAM, SVGA 


Sound Support: Most major sound cards 


Release Date 1st Quarter, ‘95 


They got complacent. When they thought they 
had conquered this hostile environment, they dis- 
covered that they were sharing the planet with an 
alien race of unknown capabilities and intent. The 
hostile race erupted from the inner core of the ice 
planet, and one-third of the colony population per- 
ished in a single blazing instant. The tragedy thrust 
the miners into a struggle with the creatures—a 
struggle that could determine the fate of the both 
the colony and the home world. 

Absolute Zero features SVGA texture mapped 
objects to create twelve 
different vehicles that you 
must learn to control 
effectively and efficiently 
to beat the aliens. 
Developed especially as. a | 
multi-arena Sci-Fi combat | 
game, the player has the 
choice to fight for either 
the colonists or the aliens! 

Although it is their first 
venture into the science 
fiction arena, Domark is 
taking there flight sim 
knowledge with them. It’s 
always safe to stick with 
what you know, and 


adding in elements of your prior experience that 
has proven successful is one way of making that 
leap less risky. 

Domark wants it to be made clear, though, that 
Absolute Zero will not be your typical science fiction 
adventure game. They prefer it to be called a Sci- 
Sim since it combines science fiction and a strate- 
gy/theater of war feel. 

Absolute Zero will be simultaneously shipped on 
both the PC and the not yet highly-recognized 
Power Mac platforms. 


COMPUTER GAME REVIEW 
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BORN TO BE 
WIRED! 


You're in luck! Valerie's 
on a trip down the 
Infobahn and she's 
inviting you along for 
the ride! She's hot, 

~ hungry, uninhibited, 
and guaranteed to get 
your motor started! 


BEHOLD THE 
QUEEN OF — 
CYBERSEX! 
From the mind of 
MIKE SAENZ, creator 
of Virtual Valerie™ — the 
world's first adult CD- _ 
ROM — Virtual Valerie 2 
is an erotically-charged, 
intimately detailed, and 
highly stimulating 
simulation of incredible 
proportions! 


SHE WANTS © 
YOUR BIG 
HARD DISK! 


Virtual Valerie 2 is the 
ultimate in cyberotica 
and the embodiment of 
every red-blooded 

~ technophile's deepest 
desires! Sophisticated 
3D modeling, tant lizing 
animation, erotic sound 
effects, and a sizzling 
music score combine to 
create a mind-blowing 
sextravaganza like 
nothing you've ever 
experienced! 


REQUIREMENTS: 


IBM PC 

IBM or 100% compatible 486 or higher 
with 8 MB of RAM, Windows 3.1, 
Super VGA (640 x 480, 256 colors), 
SoundBlaster or 100% compatible 
soundcard, CD-ROM drive. 


MACINTOSH 


Color Macintosh II class or higher, 
13" monitor, 3.5 MB of free RAM, 
CD-ROM drive. 
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YOU MUST BE 21 


2: | Sop 


EARS OF ‘AGE OR OLDER TO ORDER 


Virtual Valerie is a trademark of Reactor 
Inc. Copyright © 1990, 1994 by Reactor Inc. 
_ All other trade names are the property of 
their respective holders. 


Reactor Inc. | 
445 W. Erie, Chicago, IL 60610 
(312) 573-0800 


It’s THE CD-ROM oF Lost 


SOULS. 


THE UNQUIET DEAD ARE FORMING AN ARMY UNDER A MAD 
DOCTOR WITH AN EVEN MADDER DREAM. GUESS WHO 


GETS TO RE=KILL THEM ALL... 


The orders are simple: search and destroy. You 
are ordered by Maj. General Harlan Skowcroft to 
eliminate Dr. Elgin Hellman with extreme prejudice 
and re-kill all his zombies. 

Dr. Elgin R. Hellman is a Pentagon researcher 
— exploring the potential use of near death states 
such as vampirism and zombies. After he was 
dumped by the military, he searched for a deserted 
island in which he could continue his experiments. 
In the early days of conducting his experiments Dr. 
Hellman’s voice could be heard echoing in the jun- 
gle, “It's alive. It’s alive.” 

The island of Cay Noir is the doctor's lair, but as it 


would happen, it was once inhabited by a now 
extinct race who had advanced knowledge of life 
and death. This race’s largest village was aptly 
named “Zombietown.” However, once you para- 


oo 


chute onto the island, your operations base is in the 
graveyard. Yikes! You constantly have to kill zom- 
bies as they dig their way out of their graves and try 
to overrun your headquarters. 


jie Ambush! 


Six different zombie types, each with their own 
special features will test your speed and accuracy. 
Search the island for clues to antidotes and the 
ingredients needed to create them. Corpse Killer 
combines quality digitized video and arcade action. 


Corpse Killer 
by Digital Pictures 


Game Summary 

You play a soldier in an elite strike force 
sent to a tropical island in order to “neutral- 
ize” a mad doctor. This doctor has found a 
way to make zombies, not just one zombie, — 
but six different kinds of zombie. You and 
your team will have to fight their way across 
the island, storm the doctor's fortress, kill the 

zombies and rid society of the menace. — 


Requirements: 68030/25Mhz, 8 MB RAM, 


256 Color Monitor 


7 ay 
Available for: Scales Macintosh 


Designed by: Digital Pictures 


1st Quarter, ‘95 . : 


THE PINBALL AR 


You already know how to 


play pinball! 


Just how good are you? 
Step up to the arcade, make 
your selection from any one 
of the eight great tables, set 
up your game, pull down that 
plunger and get some glass. 
This is the award winning 
technology that made 
21st Century first in 
computer pinball. 
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SPECIAL 
OFFER?! 


12 ISSUES FOR - ay 


THE ONLY SOURCE FOR COMPUTER 
AND CD-ROM GAMING! 


NOCTROPOLIS » DEATH GATE » BLOOD BOWL + BLOWN AWAY - DUNGEON MASTER Ii 


COMPUTER 
GAME REVIEW 


and CD-ROM Entertainment 


WITH THE STAR OF ‘ oe 
SPEED AND WATERWORLD! 


OVER 15 NEW 


YES! | WANT TO SUBSCRIBE TO 


Please send me 12 issues for the low price of JUST $23.95 - 


a savings of OVER 50%off the newsstand price! 
Send payment to: Computer Game Review, PO Box 1462, Lombard, IL 60148-9621 


Name 


Address 
City | 
State __ Lip 
Payment Enclosed Bill Me 

Credit Card Orders: Visa MC 
Card Number 

Exp. Date 
Signature 


For Faster Service, Call: 


Please allow 6-8 weeks for your first issue to arrive. Enclose U.S. Funds Only. All foreign __ : 
orders must be prepaid. Canada & Mexico add $6.00 per year. Foreign $89.95 per year. HOGA/ 'f 
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MICRO SPORTS 


ncorporated 


 OFFICIAR 


Visit your local software retailer or contact Micro Sports directly at 1-800-937-7737 
Micro Sports, Incorporated 
One Northgate Park, Suite 103 
Chattanooga, TN 37415 


The game chosen by ** USA Today ”’ for the past eight 
years to determine their Super Bowl winner. 


™ 


Stop THE NAZIS AND PUT 
AN END TO THE WAR. 


FIGHT FOR THE SIDE OF THE SOVIETS AND TRY TO STOP 


THE GERMAN INVASION OF THE HOME LAND, OR TAKE THE 
AXIS SIDE AND CRUSH THE ALLIED DEFENSES. 


Off the success of Operation Crusader, Avalon 


Hill will soon be releasing Stalingrad as Volume Il in 
their World at War series. Stalingrad will highlight - 


the epic campaign that ended the German tide of 


victory in Russia. Multiple historical scenarios con- 


Available for PC and compatibles 


centrate upon the distinctive facts of the wide-rang- 
ing and bloody battle that ended with the complete 
destruction of the German 6th Army, 

The complete campaign takes place in seven dif- 
ferent scenarios that vary in length and difficulty. 
“To the Volga!” occurred from Oct 17-Oct 21 with 
the German's invading. The Soviet forces have 
been pushed back and have fortified themselves to 
protect an all important factory district. 

In “A River Too Far’ the German relief attempt 
has taken the 51st Army by surprise. You are 
required to take all the mobile forces in the area 
and stop the push to Stalingrad. Alternatively, as 
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Stalingrad 
by Avalon Hill 


Game Summary 

Command forces in the epic campaign that 
ended the German tide of victory in Russia 
through multiple historical scenarios. Switch 
from the sweeping strategic scale that 
depicts such actions as the collapse of the 
Axis flanks to the tactical scale of fighting in 

the city itself. ; 


Requirements: 386+, 4Mb RAM, 
SVGA-VESA graphics card 
Sound Blaster and compatibles 


oland, AdLib 


Sound Support: 


Designed by: Atomic Games 
: Distributed by: Avalon Hill 
Retail Price: - $69.95 


WWII Tactical Battle Simulation 
1st Quarter, ‘95 


Theme 
Release Date 


_ 136 COMPUTER GAME REVIEW 


the commander of the Axis side, you must try to get 
your troops over the Myshkova River and get a 
foothold on the other side making your way to 
Stalingrad much easier. 

The longest of the bunch, taking fifty game hours 
to complete, is “Manstein’s Solution” that dates 
from November 22 through to the 28. It is a hypo- 
thetical scenario in which von Manstein was given 
command of the siege of Stalingrad and was able 
to react in a forceful manner against the Soviet 
attack. The forces are historical and represent the 
advance of the Soviet 
forces but with a twist in 
the German reaction. 

Stalingrad will allow the 
player to switch from the 
sweeping strategic scale 
of troops across a stretch 
of terrain to the tactical HM. 
scale of the fighting in the @ 
city itself. When you enter 
a battle, the screen will 
switch to a three-dimen- fa 
sional close-up of a sec- fa 
tion of the city, so your 
planning can be taken 
down to a more involved 
level of play. 
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Isonzo Offensive 
|. captured over S000 Italian prisoners. 
* commended Hitler's Body Guard during the Polish 

Campaign and in 1940 assumed command of the 7th 
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The game will also support a two-player game on 
the same system, or play by e-mail (PBEM). To 
achieve a greater PBEM system, the team has set 
certain goals, such as simplifying the process by 
having the fewest parts possible, making it more 
robust, and providing “built-in” recovery if problems 
occur. . 
Built upon the same game engine as Crusader, 
Stalingrad will have strong graphics and good doc- 
umentation with full-color photographs. A Mac ver- 
sion is planned as well. - | 
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Planning Phase 


Rommel first distinguished himself in 1917 during 
in which he personally 


In 1939, he Atk # Det 


Modifiers 


+0 i 42 | 


Panzer Division which later thet year, blitzed across |e R 


France. In 1941, he led the Afrika Korps, where 
he earned the title "The Desert Fox.” 
14th, 1944, Rommel was forced to commit suicide 


Ey f , . 
On October 1. & 4 
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after being implicated in the July 20th bomb plot 


against Hitler's life. 
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*True modem play with Chat Mode 
*Licensed by over 80 college universities, in their official jerseys 

*Create your own league or use preset leagues from all major conferences 
*|_argest football fields ever created with university logos 
*Play by yourself or with friends 

*Season replays in less than one hour 

*T_eague leaders maintained for each conference 

*Multiple formations with substitutions and injuries 
*Complete statistical printout capabilities 
eo Championship at the end of the season 
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Visit your local software retailer or contact Micro Sports directly at 1-800-937-7737 


Micro Sports, Incorporated 
One Northgate Park, Suite 103 Pro version used by "USA Today" to pick its Super Bowl 
Chattanooga, TN 37415 tm. winner for last eight years. 
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Silicon Valley and Hollywood have formed the latest entertainment marriage. 
How long until the honeymoon is over? 


BY STEVEN GREENLEE 


evolution is under way right in 
front of your eyes. The computer is merg- 
ing into a different kind of machine; faster 
and more powerful than its barbaric 
ancestors of the XT and 286s eras. But 
that was a simple evolution for computers. 
They did what they always did, process 
ones and zeros, but much better. The cur- 
rent evolution is a very different one and 
it's changing the face of computer moni- 
tors everywhere—interactive movies. 

Now that CD-ROM technology has 
arrived, so has Hollywood. CD engineer- 
ing makes it possible for video tape to be 
digitized, saved to a CD and then 
replayed onto a high resolution computer 
screen. This achievement is changing for- 
ever the way we will see computer 
games. 

It is in computer games that we see the 
evolution taking place most predominate- 
ly. The interactive movie is taking game 
design by storm. 


ACT ONE SCENE ONE 

DISK 1 
In order to make a movie, a television 
show or even commercials you have to 
deal with hiring actors and actresses. This 
involves SAG and AFTRA; the Screen 
Actors Guild and the American Federation 
of Television and Radio Artists. Many pro- 
fessional actors belong to one of these 
two unions. If a producer wishes to use a 
particular SAG or AFTRA member, they 
are required to fulfill at least the minimum 
requirements as set forth in the SAG or 
AFTRA contract. This was not the case 
for computer games until 1993 and the 

making of “Quantum Gate”. 
Attorney and consultant Lawrence 


Langs helped Hyperbole Studios draft the 
first SAG/AFTRA contract covering inter- 
active media. “Greg Roach and Hally 
Eavelyn both come out of the entertain- 
ment world,” says Lang, “in terms of 
actor/director. | mean Greg was actor/ 
director/writer and Hally was actress/ 


model. So they are very sensitive to doing 
things right and doing it fair. It was really 
their pushing that sort of created that first 
draft, as it were, with SAG.” 

Up until that time, computer games 
were the domain of a very few and mostly 
computer-oriented designers. Many 


Twisted Villain. Twisted Logic. Twisted Games. 


= “TT BLEW ME AWAY!” -Blectronic Games 
“Blown Away uniquely blends multiple genres for a true interactive experience. -Computer Player 


4, For product and sales information, call IVI Publishing at 1-800-432-1332 dept. 310. 
io N yf Game ©1994 IVI Publishing, Inc Metro-Goldwyn-Mayer Pictures Inc. and Imagination Pilots, Inc. Distributed by IVI 
Publishing, Inc. under agreement with Imagination Pilots, Inc. Windows™ is a trademark of Microsoft Corporation. 
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my IVIPUBLISHING "Blown Away™ Metro-Go oe Inc. and ©1994 Metro Goldwyn-Mayer Pictures Inc. and licensed by MGM/UA 


L&M, TM used by permission. All Rights Reserved. All other marks are trademarks of their respective owners. 
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designers not only wrote the game’s pro- 
gramming, but also wrote the game‘s sto- 
ryline and oversaw its graphics produc- 
tion. But it was with a keen eye that many 
in Hollywood were watching the computer 
boom, waiting for an opportunity to jump 
on the bandwagon. The day dawned 
when Hyperbole negotiated the first SAG 
contract; Hollywood had taken its first 
Steps in the realm of computer game 
designing. “I knew we were frontiering,” 
Says Lang, who quickly acknowledges 
that it was Eavelyn who led the drive for a 
SAG contract. Langs explains she wanted 
to do something nice for actors and make 
sure they were protected. 

But some game designers don’t like this 
so-called Hollywoodization of computers 
games. 


ACT ONE SCENE ONE 
DISK 2 
In the last year there has been an 
explosion of computer games that feature 
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—DAvio 


movie star power and many more are on 
the way. But there is division among 
game designers about the growing trend. 
“| think it’s bad,” says David Lester, 
President of Impressions. “I think we all 
would like to use actors, but | think it’s 
inappropriate, because the Guild is trying 
to enforce a pay scale that is not support- 
ed by the current revenue stream from 
games.” 

Money is the concern of many smaller 
game companies. They are frightened 
that union pay scales will break the com- 
pany coffers. Even attorney Lang believes 
there is not yet enough money being gen- 
erated by computer games to support 
using union performers. 

Just what are some of the union rates? 
Both unions, SAG and AFTRA, have an 
identical fee structure. On-Camera per- 
formers are to receive a minimum of $504 
for one day’s work. If the job calls for 
three days of shooting the fee is $1,276; 
$1,752 for a week’s worth of work and 
$1,927.12 for a six day week. 

If the work is voice-over (like Patrick 
Stewart in “Lands of Lore”) then the price 
is adjusted accordingly. A performer is to 
receive $504 for a four-hour day and up to 
three characterizations. Add an additional 
$168 for each voice characterization 
thereafter. If it's an 8 hour day, the fee is 
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$1,008. But there is 
much more fine 
print in the contract 
such as extra fees 
added on for wear- 
ing special make- 
up, and providing 
meal breaks or 
food. The SAG contract does seem to be 
more detailed and directly written for inter- 
active media, while AFTRA’s is more gen- 
eral. However, the union contracts are 
only minimum requirements—the per- 
former is always free to negotiate for 
more money and amenities. 

Lester says it is “absolutely not” fair to 
impose the union 


alone in his thinking. Guido Henkel, cre- 
ator of the “Realms of Arkania” games 
echoes much the same sentiment. “It’s a 
problem, a real problem to us,” says 
Henkel. “We don’t have the size to hire 
Donald Sutherland or Mark Hamill. | really 
appreciate what they are doing, but | don’t 
think it’s the way to go, from my point of 
view.” 

Another company avoiding the union 
label is DC True. They hired all non-union 
voice talent to do the characterizations in 
their upcoming release of CyberJudas. 
The main reason for their non-union hir- 
ing: less impact upon their $500,000 bud- 
get. And while fear of Hollywood’s 
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more for games 
because of the 
union involvement 
and he doesn’t 
think it’s “achieving 
anything.” He says, 
“| think the actors 
can accept or reject 
contracts as they 
wish to and some- 
body come along 
and say ‘no, no you 
can't accept that 
contract because 
it's not high enough’ 
| think it’s criminal, 
to be honest with 
you. It’s outra- 
geous.” 

Lester is not 
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involvement in computer games abound, 
many other game designers are not so 
wary of this evolution. 


ACT ONE SCENE ONE 
DISK 3 


There are two groups of game design- 
ers in this camp. One faction is from the 
old guard. These are game designers 
whose careers began with computers, 
while the other group are game designers 
who are migrating from Hollywood. 

Bob Bates of Legend Entertainment is 
embracing tinseltown’s marriage with 
computers, even though he does have 
concerns. He says he really hasn’t paid 
much notice to the growing use of union 
performers. “We have already started to 
use SAG actors and as games become 
more complex, once we get more of diffi- 
cult kinds of [roles], obviously it is an 
issue that has to be taken care of.” Bates 
Says even though it’s still early in the evo- 
lution he really doesn’t think using SAG 


actors will have much impact upon the 
design of games. “Because,” he com- 
ments, “when one designs something, 


you say this is the character and this is 
what | want the character to say. What it 
may effect is the implementation of that. 
In other words, how good is that [sound] 
in the final product. If you have some guy 
down the hall in the office trying to sound 
like Darth Vader, it’s probably not going to 
sound that good.” 

F.J. Lennon, Vice-President of Creative 
Development for Take 2 Interactive, says 
when they first started using SAG talents 
and dealing with the union they were hesi- 
tant and unsure of what they would find. 
Lennon says, “Union is a scary word.” He 
Says it turned out though. “Immediately 
after we had held auditions, the union 
contacted us, so we knew. The main non- 
celebrity characters we wanted for the 
games were in the union, so we had to 
work them, AFTRA. They worked with us 


and all in all it was a pretty positive expe- 
rience.” Lennon says that their new 
game—Hell: A Cyberpunk Thriller— 
required a lot of actors besides just the 
celebrities (Dennis Hopper, Stephanie 
Seymour, Grace Jones and Geoffrey 
Holder). “I think the level of professional- 
ism is apparent as well, | really do. So, | 
think in our case, it’s something that really 
wasn't an issue. We knew we had to do it 
and so it was just a matter of working 
them so that we could come upon some- 
thing which was fair. [It] was easy to do, 
easy to work with.” 

Vijay Lakshman feels much the same 
way. He was responsible for Bethesda’s 
The Elder Scrolls: Arena and is now with 
Magnet and designing Hellraiser, based 
upon the movie. “I think the major issue 
coming up now is that these games are 
getting more and more complex and con- 
Sumers are demanding more. We’re 
going to have a situation in which we 
have to provide good talent that is recog- 
nizable. As you can imagine. . .| don’t 
believe there are many actors who are 
really well-known who are non-union. 
They all pretty much belong to SAG. So, if 
you want to get the big names you have 
to go through the union to get them. 
Obviously, the union has its own ideas 
about what you pay and that kind of stuff.” 

Lakshman says working with the union 
for Hellraiser actors was “pleasant.” 
Because of contractual obligations, 
Magnet had to use SAG talent and so 
decided to make the best of the situation. 
“They (SAG) seem to be very receptive to 
the fact that interactive multimedia is not 
only a growing field but a field that is not 
going to lessen in the future.” 


ACT ONE SCENE ONE 
DISK 4 

Film makers have long grown accus- 
tomed to using union talent. To them, the 
increased paperwork and all the extra 
steps needed to work with SAG are part 
of the production’s administration. Many 
native game designers very much dislike 
the extra time and effort dealing with the 
union requires. There are some notable 
others though who are using live action 
video and are finding the experience a 
good one. Access Software, producers of 
Under A Killing A Moon, have lauded their 
relationship with the game’s stars ever 
since production began months ago. Vice- 
President Chris Jones says working with 
Brian Keith and Margot Kidder was a 
great experience. He is quick to point out 
that UAKM actors/actresses were able to 
bring to the production the game feel he 
wanted, which could not have been repro- 
duced by hand drawn characters. 
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Another company whose very games 
depend upon professional actors is 
Cyberflix. Their latest title, Dust, features 
live video in a Western town setting. 
Game players do interact with a live 
saloon girl which, is consider essential in 
the game play esthetics. Those same 
types of esthetics have legions of gamers 
looking forward to Interplay’s Stonekeep. 
This fantasy epic has all sorts of live mon- 
sters bringing the tale to life from acting 
done against a blue screen. But these are 
native game companies who are, by 
choice, making the Hollywood crossover. 
The newer gaming companies springing 
up are peopled with designers crossing 
over from Hollywood to Silicon Valley. 
One of the more recent examples is 
Imagination Pilots. 

Howard Tullman of Imagination Pilots 
is a Hollywood veteran. His team was 
formed like a Hollywood project. 
Imagination Pilots’ first release, Blown 
Away, was based upon the movie and 
plays like a movie itself. “We were among 
the first,” he says, “to use all SAG talent in 
connection with the feature. My impres- 
sions so far, based upon the perfor- 
mances we got and the reaction we got to 
the product, has been that you get what 
you pay for and that the union talent actu- 
ally performed far more professionally and 
gave us a better result than non-union tal- 
ent would have.” 

Tullman says hiring the union talent at 
scale did not crush Blown Away’s budget. 
When it was all said and done, hiring 
union talent added only about 10% to 
their initial budget. And, he says, they had 
their pick from a substantial pool of very 
talented union actors/actresses. 

Tullman explains, “I think the trend 
toward using live talent in computer 
games will definitely will continue. | think it 
ups the human interest and the intimacy 
and kind of the immediacy very substan- 
tially.” Tullman quickly adds that Blown 
Away was among the first, “if not the first,” 
to use the full monitor screen to show the 
video. He says that is a very significant 
feature as compared to a two inch by two 
inch video box. Tullman explains that 
Blown Away is a reality-based game and 
it would not have been just as good with 
computer-drawn characters. Live 
actors/actresses is what gives the game 
its atmosphere, mood and realism. 


ACT ONE SCENE ONE 
DISK FIVE 
The other new players in the game 
design world includes the Guild itself. 
Michael Prohoska is in charge of over- 
seeing the interactive contract and is feel- 
ing some of the sting of designer’s dis- 


dain. He says there are “a lot of miscon- 
ceptions out there.” 

Prohoska says the contract has been 
specially designed for multimedia produc- 
tions and is very different than the con- 
tract used for motion pictures or televi- 
sion. He does say the rates are the same 
“because we had to have some kind of a 
Starting point.” 

“| think that’s one of the misconcep- 
tions out there, because of the lack of 
investigation on the part of many devel- 
opers, I'll put it that way,” comments 
Prohoska. He continues, saying some 


“misdirected” people are spreading 
rumors and “a lot of chicken-little fears” 
about the contract. “If anything, the Guild 
is extremely excited about talking with 
developers, but at the same time, in all 
fairness, | think a lot of the developers 
have developed an unreasonable bias 
against even talking to us.” 

Talking is just what Prohoska wants to 
encourage. He says that they do have an 
excellent record of working with design- 
ers who were very leery of the union. 
The union hopes to be able to “help” 


designers, but if not, they will work to 
ensure the path is clear for future busi- 
ness dealings. He says the Guild does 
not act like a “Genghis Khan” and wants 
to work with designers 


i) 


In conducting the interviews for this 
article, CGR did learn all of the designers 
believe that game play is the single most 
important element of a title. The consen- 
Sus: professional actors can not support 
an ill-programmed game. While becom- 


ing trendy, actors in games is not the 
Standard of quality. 

Money, though, is a major concern of 
designers, especially those smaller oper- 
ations who live solely on what their 
games earn. They don’t want to spend 
more money on actors and they don’t 
want to spend more money on adminis- 
tering a project if it can be avoided. So, 
they do feel threatened by the merging of 
Hollywood and Silicon Valley. Act One 
Scene One is written. Scene Two is just 
now developing. 
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t's a common event by now. You page 
through the magazine, looking at the 
ads. Hey! It’s an ad for HotNewGame! 
Finally! Unfortunately, the text in the ad 
makes no mention of release date. 
Then, next month, you see a small preview 
of HotNewGame. The pictures look spiffy 
enough, but the body text is vague on 
specifics and the release date is something 
hazy like “mid-1990s.” 

Then more months pass. Ads keep pop- 
ping up in the magazine, but no more men- 
tion is made of the game. What happened? 
Is it gone? Was it released and you missed 
it? Local retail employees stare back at you 
blankly when you grab their pallid ties and 
demand information. Customer support 
lines, in gelid tones, hold to the company 
line “Coming soon.” What’s happening? Is it 
a conspiracy? Did Jack Ruby shoot the 
game designers? Was Kafka right? 

Nope. The game is just late. 


NO GAME THAT SMALL 
HAS A CLOAKING DEVICE! 


So why is it late? 

There are, in general, three stages to 
being late. The first, and most common, is 
the tweaking stage. This means that the 
game runs fine on the lead programmer’s 
workstation, but all bets are off if the game 
is loaded anywhere else. Different graphics 
configurations send the palette into fits. 
Other sound cards paralyze the system. 
Glitches abound. While it would be nice to 
carefully excise all these code eructations 
before release, time is not unlimited. This is 
the beta stage; it’s close to release, and will 
only be a couple of sleepless weeks late. 


by Kevin Perry 


The second stage is 
the overhaul stage. At 
this point, various 
pieces of the engine 
keep crashing the 
machine. Things like 
cinematics aren't com- 
pleted or aren’t working, 
or both. While most 
parts are in place, the 
whole needs a serious 
overhaul to get itself in 
order. The designers 
are beginning to regret 
earlier fits of sweeping 
ambition. This is the 
alpha stage; careers 
and budgets are swing- 
ing to and fro. If the 
game is still at this point 
by its release date, the 
wait will stretch into 
months. 

The last stage, and 
thankfully the least 
common, is the vast and painful void stage. 
The game has progressed little past paper 
designs or bits of code. This is usually due 
to major extenuating circumstances, like 
personnel draws to other projects and simi- 
lar factors. If a project reaches its proposed 
release date in this state, it faces serious 
danger of turning into vaporware. This is 
the omega stage for a project: either the 
beginning or the end. 


THOSE SCHEMING JERKS 


Games being late are hardly only a bur- 
den to you, the consumer. It’s of major con- 
cern to companies as well. Every week that 


THE 
RESIDENT 


a project is still being tweaked is a week 
that sales aren’t coming in. Promises made 
to distributors must be broken, and there- 
fore software stores suffer. If peak periods 
like the beginning of summer or the 
Christmas season are missed, sales slump. 
Like it or not, the companies in this industry 
need to make money off their products in 
order to stay afloat, and no money comes 
in from stalled products. 

So why don’t they finish it quicker? The 
answer lies in the discount bin at a store 
near you. The temptation is great for a 
company to call a premature halt to the 
tweaking procedures of the beta stage and 


BUILDING A DREAM, BYTE BY BYTE EB 


presents 


The Lawnmower Man™ travels into the next dimension 
4 CD Product: 3 game CD's (1800 MByte game!) Plus a free, limited edition soundtrack CD. 


Includes 256 colors, ten different game styles and joypad option. 


eet 
peer 
on 
Leen RNR 
yeren 

+. wa. 


——- = 


bssicidalehaiatae- 


ed 
ice 


an 


This Is 
no game. 
this is the declaration of 


cyberwar| 


For further information, call SCi toll-free at 1-800-CYBERWR. 


© Copyright 1994 SCI (Sales Curve Interactive) Ltd. The Lawnmower Man is a trademark of Allied Vision/The Big Red Trading Company 


release the game. Occasionally, vast por- 
tions of the game are lopped off during the 
alpha stage in a preemptive strike to make 
sure the release date is hit. There’s no 
need to name names here; we're all familiar 
with the games that were released well 
before they should have been. Companies 
must walk the fine line between integrity 
and solvency; there’s a big drop on either 
side, and there’s rarely any net. 


THE CYBERJUDAS PROJECT 


In the previous four installments of this 
series, we've used the upcoming project 
from D.C. True, CyberJudas, the Sequel to 
Shadow President, as a model for showing 
the trials and tribulations that ideas under- 
go before becoming games. Now 
CyberJudas has moved into that classic 
tribulation: it’s late. 

As of this writing in late November, 
CyberJudas is two months past its original 
release date. Why is it late? Extensive sto- 
ryboarding and planning of various aspects 
of the game have been hashed out for 
months. Shouldn't all this have been taken 
care of by now? 

Ask these questions to the design team at 
D.C. True (Team True), and you get a mar- 
velous picture of which team member is 
responsible for which portions of the game. 
The serious answer of the question, howev- 
er, boils down to one word: ambition. 


THE BEST LAID PLANS... 

As has been described in the earlier 
installments of this series, CyberJudas is 
an extremely ambitious design. It combines 
elements of a spy thriller with a deep and 
complex socioeconomic world. Ten 3-D 
actors have been created; each one, a sep- 
arate and distinct personality that together 
produce approximately five screenplays’ 
worth of dialogue. The game is a multidisci- 
plinary effort, featuring novel work by 
Chicago theatre figures as well as ground- 
breaking work in Al and graphics. A product 
this complicated is difficult to anticipate. 

Designers Robin Antonick and Charlie 
Athanas agree that ambition is the cause of 
the overrun (the third primary designer, Dr. 
Brad Stock, holds a university post else- 
where and is thus safe from prying journal- 
ists). Graphics that Athanas thought would 
take two days have taken a week. 
Elements of the Al that looked good on 
paper have required much more of 
Antonick’s time than he would like. And the 
man tying it all together, programmer Glenn 
Doren, has had his hands full tying all the 
elements up into a neat package. 


HERE’S A FAMILIAR GESTURE 


Let's take a concrete example. The advi- 
sors are, in many ways, the core of the 


game. Their relationship to the player is 
determined almost entirely by the player’s 
use of their advice. An advisor who is con- 
sulted frequently and whose advice is used 
grows in stature and power. The converse 
is also true. 

The game communicates this to the play- 
er in a variety of ways. The advisors will 
talk in both a text and a subtext. The text is 
overt dialogue presented in the normal 
fashion, and is straightforward. Query them: 
“Should we perform a Surgical Strike on 
France?” and the advisor will answer yes or 
no conventionally according to their beliefs 
and agenda. However, the advisor will also 
communicate how he or she feels about the 
player and other hidden information through 
a subtext. The most obvious means is 
through body language. A happy, well- 
adjusted advisor will sit straight and make 
large open gestures; an unhappy one will 
hunch over, arms crossed, and barely nod. 
careful observation of these 3-D actors will 
be rewarded with additional information. 

Unlike many other games, however, 
CyberJudas doesn’t have a tree-branch 
storyline filled with either-or gates for advi- 
sor interactions. The player is free to wan- 
der around the model at will. Due to the 
very complex world engine, random events 
begin happening from the start. There is no 
way to predict how the player will react, and 
no attempt is made by Team True. Rather, 
the simulation responds to every move the 
player makes. Advisor happiness is charted 
on aconstant basis. The upshot of all this is 
that a simple decision tree is not applicable. 

Therefore, a gesture set has been creat- 
ed for each advisor. These are characteris- 
tic poses and subtle motions that accompa- 
ny each emotional state, providing a con- 
stant barometer of the advisor’s mood. 
Needless to say, this design pushes the 
envelope on graphic and Al routines, caus- 
ing no end of trouble. 


BUT WHAT TO CUT? 


This is just a small example of some of 
the problems facing CyberJudas’s timeli- 
ness. The question of cutting down the 
design to speed things up has come up 
many times. But, according to Team True, 
this seemingly simple effort is made difficult 
by the organic design of CyberJudas. For 
example, much of the game models the 
real world as accurately as possible; you 
can't just cut South America out because of 
code problems. It’s not a bad or sloppy 
design, but an ambitious one. 

Another element in the equation is Team 
True’s dedication to quality. Phrases like 
“commitment to the player’ and “refusal to 
water down the design” are frequently 
heard from Team True, even when dis- 
cussing the business side of this tardiness 
with Antonick in his role as D.C. True’s 


President. 


And the cost from the business side is 
becoming extravagant. Every day Team 
True works on CyberJudas is a day they’re 
not working on other projects. Not only is 
revenue from the sales of CyberJudas not 
coming in, but return on those nascent pro- 
jects is equally delayed. Especially for a 
small company like D.C. True, project over- 
runs are a serious economic threat. 


GRIN AND BEAR IT 


So what can we as consumers do about 
this problem in the industry? Very 
little—except perhaps curse a little less vig- 
orously when a favorite game is delayed 
again. Bug-laden and watered down 
designs are the only yield in a frantic mar- 
ketplace. Support games through their 
birthing pains, and the rewards will be well 
worth it. 
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TECH SPECS 


Requirements: 
386+, double-speed 
CD-ROM drive 


Sound Support: 
All major sound cards 


Controller: 
Mouse 


Available for: 
PCs and compatibles 


Designed by: 
Westwood Studios 


Distributed by: 
Virgin Interactive 


GAME SUMMARY 


Wrongfully accused 
and convicted of mur- 
dering the royal couple 
of Kyrandia and sen- 
tenced to banishment 
from the land, Malcolm, 
royal court jester, must 
fight to restore his good 
name, in spite of his 
somewhat sneaky and 
malicious nature. 


78 


Malcolm, royal jester to the throne of 
Kyrandia, has been freed from the spell 
that turned him to stone. Realizing that 
he must do everything within his power to 
clear his name (he was framed for killing 
the royal couple, y'know), he embarks 
upon a journey that will take him far afield 
of his beloved Kyrandia. But first, he'll 
have to get off the island... 


SIX PATHS TO FREEDOM 


There are six ways to get off the island 
of Kyrandia, and you'll need to be fairly 
clever to discover them. If you’re not feel- 
ing up to the challenge, this strategy 
guide will help you along. 


Path One: Big Top 
If you can convince the dog barker 


By THERE ARE MANY WAYS 


OFF THE ISLAND OF 
KYRANDIA. . . 


A SIMPLE COURT JESTER TAKES ON THE 
MEANINGS OF LIFE AND DEATH IN HIS STRUGGLE 
TO CLEAR HIS GOOD NAME. 


Is Malcolm lying? Or is he really innocent of 
the murders? 

guarding the circus ship to give you a 
job, you can set sail when the circus 
leaves Kyrandia. Since you were the 
court jester, juggling is in your repertoire. 
Where to find some juggling materials, 
though? The very best juggling balls are 
made from leather, which is (despite 
what glovemakers would have you 
believe) simply the cured skin from any 
animal. Squirrel skin is the obvious 
choice, as there are no other animals to 
be found locally. Go to the Toy Factory 
(which can be unlocked using a bent 
nail); your old digs are in the back. 
Search the dresser there for your favorite 
toy, the nut-on-a-string (NOAS). Now go 
to the dairy, where you'll find sesame 
seeds that can be used to lure squirrels. 
The trash heap you awoke in is the only 
place where you'll be able to trap squir- 
rels; go there now. Place some sesame 


Here are four of the graphic sequences when leaving the island (clockwise from top leftl: jug- 
gling for the circus, Pegasus Potion, escaping the Galley, and Portal Potion. 
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seeds on the end of the beam. Once the 
squirrel has hopped down to investigate, 
use your NOAS to hypnotize the squirrel. 
The squirrel will be replaced shortly after 
you leave the scene; return here twice 
more to get two more hypnotized squir- 
rels. Once you have the raw materials, 
go back to the Toy Factory and check the 
settings on the toymaker (to do this, click 
on the big book of toys behind the 
machine; whatever blueprint appears is 
the toymaker’s current setting). Flip the 
switches on the machine and check your 
progress with the toy book until the ball 
blueprint appears. Place a squirrel in the 
machine and hit the green button on the 
post to the right of the machine. You will 
be rewarded with a leather ball. Do this 
twice more with each of the other squir- 
rels, then return to the circus dog. 
Change your attitude to “Nice,” then talk 
to the circus dog. Malcolm will juggle, the 
dog will give him a job, and you'll get a 
ride off of the island. 
Path Two: F/X 

lf you're wondering what to do with that 
mime, look here. You'll need to be wear- 
ing a hypnotized squirrel (see path one) 
on your head and have a second one in 
your inventory. Combine the NOAS (see 
path one) with a bent nail, then go to the 
cliff near the circus dog. Click the nailed 
NOAS on the shallow water to catch an 
eel. Do this twice so that you have two 
eels. Go back to the mime and put one of 
the eels in the mime’s hood. Thinking 
he’s overcome with a sudden case of 
really bad B.O., he'll enter the showers. 


I wish they wouldn’t keep 
us waiting so lons. 


Time spent in the Underworld will let you rub 


elbows with the great and small. 


Dumped by double-crossing pirates, you'll 
have barrels of fun at the End of the Earth. 
Use your nailed NOAS on the penny 
box. Once inside, change your attitude to 
“Lying,” and click on the shower control. 
Vince, the bath attendant, will question 
you now and you'll lie effectively. Click on 
the shower control again and watch the 
fun. While Vince has his back turned, 
Steal the mime outfit through the window. 
You'll need some cream for this next bit; 
here’s how you get it. Find an unbroken 
flask (two, if you can manage it) and go 
to the dairy. Get some sesame seeds, 
then go to the Kyrandia fairgrounds. Click 
an empty flask on the frog’s mouth to fill 
the flask with water. Combine the water 
with the seeds to get sprouts. Return to 
the dairy and put the sprouts in the hop- 
per. You'll need to do this five times. 
Once the cows are in and the vat fills 
with cream, poke the vat with a nail. Hold 
an empty flask in the cream stream. Now 
get one more handful of sesame seeds. 
Go to town and go inside the Fish Cream 
Sandwich parlour. Unhypnotize your 
extra squirrel. Talk to the counterman. 
Put the eel, cream and seeds in the hop- 
per; you'll be rewarded with a Fish 
Cream Sandwich. Go outside, unhypno- 
tize the squirrel hat, and put on the mime 
outfit. Go back to the circus dog, give him 
the sandwich, and you'll be off the island 
in no time. 
Path Three: Stargate 

lf you've been to the Toy Factory, 
you've probably noticed the hole in the 
floor. Here’s where you put it to use. 
You'll need a flask full of water (see path 
two), an eel (see path two) and some 
sesame seeds (see path one). Combine 
the eel with the seeds to get fertilized 
seeds. Jump down the hole in the floor of 
the Toy Factory. Put the fertilized seeds 
in the repaired wall of loose bricks, then 
water them. The force with which the 
seeds grow will destroy the repaired wall, 
letting you enter the catacomb. Inside the 
catacomb, open the large jar in the fore- 
ground. Click your now-empty flask on 
the top of the jar to obtain the Portal 
Potion. Go to the Kyrandia fairgrounds 
and click the potion on Malcolm. You will 
be whisked to the Isle of Cats. 
Path Four: Beastmaster 


You'll need a good disguise for this, 
either the mime costume (see path two) 
or a squirrel hat (see path two) and jerkin. 
You'll also need to have visited the 
Pegasus Landing Zone at least once 
prior to getting into the magician’s house 
in town. The jerkin can be obtained by 
getting into the baths with the nailed 
NOAS (see path two) and fooling Vince 
while diddling with the temperature con- 
trols (see path two). Grab the jerkin from 
the window while Vince's back is turned, 
then exit the bath and put it on. Now 
you'll need some fertilized seeds (see 
path three) a flask of water (see path two) 
and a rocking horse. At the entrance to 
the dairy is a pile of wood; take a log 
back to the Toy Factory. Fiddle with the 
switches on the toymaker until the blue- 
print shows a rocking horse. Put the log 
in the hopper and click the green button 
to start the machine. Get the rocking 
horse and go to the magician’s house. 
Because you are wearing two disguise 
items, you can safely enter here without 
Zanthia recognizing you and sounding 
the alarm. Place the fertilized seeds 
under the large cabinet to the right, then 
water them. In the ensuing commotion, 
Zanthia’s attention will be distracted 
enough for you to add the rocking horse 
to her cauldron and obtain a flaskful of 
the potion. This is Pegasus Potion, and 
can only be used at the Pegasus Landing 
Zone. Go there and use it. 

Path Five: Enter the Dragon 

You'll need several items for this one, 
including your jester’s staff; this can be 
found under the bed in your room at the 
back of the Toy Factory. You'll also need 
a really good disguise (see path four) and 
two sandwiches: a Fish Cream Sandwich 
(see path two) and a Squirrel Cream 
Sandwich. The SCS can be made by 


substituting a hypnotized squirrel (see 


Malcolm is the king of the pun, as is evidenced by the comment he utters often when in the 


dairy. 


Solve the mystery of the Cat Colossus on 
the Isle of Cats. 
path one) for the eel ina FCS. Once you 
have both of these, jump down the hole in 
the floor of the Toy Factory and stand on 
the magic carpet. The green button will 
glow; simply press the red button and 
you'll be transported to the magician 
Darm’s house. Darm, it seems, is fond of 
Fish Cream sandwiches and has recently 
ordered one for delivery. Believing that 
you are the delivery boy, he will demand 
his FCS up front. Give it to him, then click 
on Darm with your jester’s staff. Note: 
clicking on anyone with the staff will make 
them laugh. You need to get Darm to 
leave the room so that you can chat with 
the rather large dragon curled up behind 
him (this is the Dragon Brandywine). 
Keep clicking your staff on Darm until he 
is laughing so hard that he excuses him- 
self. Brandywine has a secret fondness 
for squirrels, so give her the Squirrel 
Cream Sandwich. In return, she will tell 
you a secret method for leaving Kyrandia. 
Path Six: The Fugitive 

This is by far the most indirect route to 
getting off the island. You'll need to get 
captured by Herman, the local constable, 
at least four times and thrown in jail. To 
do this, simply appear undisguised any- 
place there are other people: the Fish 
Cream Sandwich parlour, Zanthia’s hut, 
the bath house, or Darm’s laboratory. By 
far the easiest to get to is Zanthia’s hut in 
town, so go there undisguised after each 
incarceration. The first time you are cap- 


Pee 


“Abh. Smell that dairy air. 
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THE ALTERNATE 
METHOD FOR 
OBTAINING FISH 
CREAM 
SANDWICHES 


You've probably noticed 
the small child who 
appears rather randomly 
in the environs around 
the dairy. If you can’t 
identify what he’s hold- 
ing, let me clarify it for 
you: it's a Fish Cream 
Sandwich. Although you 
can't speak the childish 
babble that is his root 
language, you can 
speak the common lan- 
guage of children and 
adults: TOYS. Keep 
making toys at the Toy 
Factory, then roam 
around until you find 
him. lf you give him 
enough toys, he will give 
you his Fish Cream 
Sandwich. 


TALKING TO THE 
SPIRITS 


Katherine’s ghost won't 
talk to anyone unless 
she’s given some flow- 
ers. Two, to be exact. If 
you've tried picking the 
Monkey Jumpers, you 
know that you will never 
get them that way. 
Monkey Jumpers can 
never be picked; instead 
they must be harvested. 
You'll need something 
sharp to cut them with, 
and you can get what 
you need only from jail. 
Either the scissors from 
the Doily Factory or the 
pruning shears from the 
Chain Gang will do. The 
flowers can be found at 
the crossroads, outside 
the dairy, and near the 
baths. 
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For LOVE OF 
TRASH, OR, THE 
BLIND Bat FisH 

QUANDARY 


If you've made it to Fish 
World, you're probably 
wondering how you can 
get out. You'll need 
money. To get money, 
switch to Lying mode 
and talk to the Blind Bat 
Fish. He'll ask if you're 
the tax collector, and, 
once you've told him you 
are, he'll give you two 
coins. If you keep doing 
this, he'll eventually give 
you enough coins (five) 
for you to get shot to the 
Underworld, where you 
can get the vital Royal 
Seance clue (to get out 
of the Underworld, 
switch to Nice mode and 
ask the farmer to let you 
cut in line in front of him. 
The Fish Queen will 
immediately want to play 
tic-tac-toe). If you ride 
the Aqueduct (by climb- 
ing into one end and 
pulling the lever there), 
you'll wind up in the Fish 
World trash heap; once 
you've dusted yourself 
off, you'll have just 
enough time to grab a 
couple of items from the 
heap. One of these will 
be an old newspaper. 
When you next get sum- 
moned to play tic-tac-toe 
(short cut: go to the 
Underworld and cut in 
line again), drop the 
newspaper, wait until 
there are six mermen on 
the screen, then click 
the newspaper with the 
coin. This will summon 
the ghost of the Fish 
King, the Queen will be 
forced to abdicate, and 
you should hightail it out 
of there before the King 
decides to make you his 
mid-afternoon snack. 


tured, you need to palm a nail. To do this, 


remove the nail from your inventory and 
click it on Malcolm. All your other invento- 
ry items will be confiscated and thrown 
on the trash heap where you awoke. 

Once inside the Doily Factory, the first 
of the incarceration areas, Rowena (aka 
the evil prison matron) will show you how 
to operate the doily machine. She will 
want to observe you making at least one 
doily, so follow the instructions. After she 
has left the room, click on the doily 
machine to load the thread, then unlock 
the doily machine with the palmed nail to 
expose the troll inside. Poke the troll with 
the scissors, then put the scissors in your 
inventory. When you step on the pedal, 
the troll, discombobulated from the pok- 
ing, will weave you a tangled rope. Click 
on the rope to use it. 

For the second incarceration area, the 
Quarry, you will need to palm some fertil- 
ized seeds (see path three). As you work, 
you'll notice that you’re breaking a sweat. 
Place the fertilized seeds underneath the 
rocks, then click on Malcolm to use your 
sweat to water them. This will cause all 
the rocks to tumble down into the hopper, 
and you'll be free to go. 

The Chain Gang is the third incarcera- 
tion area. Apparently Brandon is none 
too pleased with Rowena’s performance 
in the last two incarceration areas, 
because she joins you as a prisoner on 
the chain gang. The guard will give you a 
pair of pruning shears that look surpris- 
ingly like bolt cutters. Rather than cutting 
yourself free with the shears (which, if 
you've already tried, you'll notice has the 
tendency to get you killed), you should 
cut Rowena free. She will distract the 
guard by running for freedom, at which 
point you can put the shears in your 
inventory and walk away. 

The final incarceration is the Galley. 


A flume ride is only the beginning of your adventures in Fish World. Hopefully you won't have 


You'll need to palm either the shears or a 
bent nail in order to get out of this one. 
Cut the chains with the shears or pick the 
lock with the nail. You will bolt for free- 
dom and swim to the Isle of Cats. 


UNTIMELY DEMISE 


There are many ways to die in 
Kyrandia 3. On the island of Kyrandia 
you will find two ways to be killed. The 
first is the dreaded Squirrel Death: if you 
click on an unhypnotized squirrel that has 
been lured to the end of the beam at the 
trash dump, you will quickly learn why 
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Sometimes, even treet mime can be of 


use to you. 


they are called Kyrandian Killer Squirrels. 
The other form of death here is the igno- 
minious Mime Death. Teasing the mime 
unmercifully will bring this on. 

Once you have reached the Isle of 
Cats, you will find three sudden and sur- 
prising forms of death. By far the most 
common is the Snake Death. The Isle of 
Cats is a haven for Kissing Snakes, 
which lurk in the dense bushes in the jun- 
gles there. If you walk into the jungle 
without a machete, the snakes, believing 
you to be madly in love with them (you 
must be, since you aren't brandishing a 
weapon), will leap out of hiding and kiss 
you to death. The Flea Death takes some 
time to get going, but it is lethal nonethe- 
less. After you have visited the Dog Fort, 
you'll find that you have picked up some 
hitchhikers. You can get rid of them by 


to play too many games of tic-tac-toe with the queen. 
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either picking them off by hand or jump- 
ing in one of the many mud puddles you 
find in the jungle. If you don’t bother to 
get rid of them, Malcolm will scratch him- 
self to death. The Stumbling Death is the 
third form of death on the Isle of Cats. It 
is specific to one location; you'll know it 
when you find it. There is a way around 
it, but you'll have to discover it for your- 
self. 

While the Ends of the Earth can kill you 
through your own ignorance, there are no 
special forms of death other than the 
obvious one. Try to avoid falling. 

Fish World is an interesting place to 
visit, but you won't want to spend a 
whole lot of time there if you can avoid it. 
The only special form of death in Fish 
World occurs if you hang around the 
palace after the Fish King’s return. If you 
have the guff to bother the Fish King 
after the Royal Seance, the King will turn 
you into a worm and have you as a 
snack. 

The final chapter of the game, in which 
you return to Kyrandia, has the expected 
Squirrel Death, but also has three other 
forms of special death. One of these, 
snake Death, has already been covered. 
The other two are unique. When you are 
visiting Darm, if you click on the door on 
the right, you will get a warning from 
Brandywine about going outside there. A 
second click on this door will allow you to 
use it, but you will instantly suffer the 
shadow Wraith Death. You will be able 
to avoid the second unique death if you 
have visited the graveyard and talked to 
Katherine's ghost. If you haven't talked to 
her yet, figure out a way to do so forth- 
with. You will be informed by her ghost of 
the special properties of the Enchanted 
Knife. If you buy this knife from Herman’s 
pawnshop, prepare to die. You will then 
be given a warning of the gratuitous vio- 
lence associated with this particular 
death scene, and you will be able to 
choose whether to view it or not. Viewing 
the death scene will show Malcolm being 
Stabbed by the knife. If you’ve read the 
book in Malcolm’s bedroom, you will 
understand why you can die this way. 

-Ted Chapman 
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TECH SPECS 


Requirements: 
386 or higher 
4 Meg RAM 
VGA, Mouse 


Sound Support: 
Sound Blaster 
and compatibles 


Controller: 
Mouse 


Available for: 7 
IBM PC and compatibles 


Designed by: - 
SimTex Software 


Distributed by: 
MicroProse/Spectrum 
HoloByte 


GAME SUMMARY 


Claw your way over 
fellow wizards in a quest 
for ultimate dominion 
over two plains. Train 

vast military cadres in 
addition to magical 
“might, and hurl them at 
the foe. Reboot occa- 
sionally. 


Master of Magic is a detailed and com- 
plex game. It combines so many ele- 
ments from so many other games, as 
well as a variety of original factors, that a 
coherent summary of all the tactics 
usable in the game would take up most 
of this magazine, much less these three 
pages. With that in mind, we present a 
few musings on a few selected topics. 


Mage Selection 


You'll be making critical choices from 
the very beginning. While there are a 
number of things you can do with your 


Now, WHEN IT COMES 
TO MAGIC, MOM 
KNOWS BEST. 


YOU CAN BE A MOM Too! CHECK THE 


FOLLOWING PAGES FOR HINTS AND TACTICS ON 


THE JOYS OF BEING A MOM. 


Don't let your greed for civic perfection out- 
strip your economic stability. 

mage, there are a few that work better 
than others. 

*The Specialist. Choose one of the 
five types of magic and take eight or nine 
books of mastery in it. Check out the 
chart on page 113 of the manual for the 
exact breakdown. With the remaining 
picks, try selecting Mastery of the magic 
you chose, and another helpful pick. 
While a “true” specialist would have 
eleven books in his chosen specialty, the 
lack of other abilities guarantees a slow 
start that could be fatal. 

‘Mr. Balance. A good, balanced 
choice is four books each in two magic 
types. The remaining three picks can 
reap good rewards from other abilities. 
This leaves plenty of room for a powerful 
two-pick like Myrran while still leaving 
another choice open. This type of mage 
will grow strongly, but slowly. The lack of 


as their final use. This helps when tweaking a city. 


truly powerful spells will prove a handi- 
cap in the endgame. 

‘Captain Eclectic. For a fun ses- 
sion, try four or five books in one disci- 
pling and spend all the rest on special 
abilities. This is not recommended for a 
serious game, but can be fun on occa- 
sion. There’s nothing like a four-book Life 
mage with Alchemy, Archmage, Famous, 
Charismatic Warlord for a fun spin 
through the worlds. The other eclectic 
path is two books each in four disci- 
plines, plus some abilities on the side; 
but this configuration lacks even medium 
level spells, much less gamebreakers. 
Try this one at a level of difficulty lower 
than your normal one (assuming you nor- 
mally play Hard level: below Normal, you 
can't create your own mage). 


Race Selection 


This depends largely upon personal 
choice. Frankly, all the races are pretty 
much balanced; it’s a question of which 
drawback you don’t mind dealing with. 
Plus, you can never be sure which races 
you'll end up ruling, given the random 
nature of your early neighbors. The criti- 
cal factor is this: all the cool races are 
Myrran. To have many Golems or 
Nightblades, therefore, you'll have to 
Start there as well. This has its advan- 
tages and disadvantages. You'll likely be 
isolated from most of your competition: 
but the world around you is much, much 


No mage can conquer worlds alone. Don't be 
afraid to summon a little help. 


: - 5 as beeen. 


When the chore of civic administration 
grows too heavy, consult this screen. 
harsher. Don’t forget the two spell picks 
you gave up to start here. We have no 
space to even begin to delineate the vari- 
ous pluses and minuses of the various 
races, many of which are personal. Rest 
assured that, in the long run, it makes lit- 
tle difference. 


Building Cities 


Here MoM differs substantially from 
other games that focus on building 
empires. While your cities will grow proud 
and strong, that growth costs you. As you 
stand with visions of empire in your eyes, 
your overbuilt cities will crumble due to 
lack of funds. 

You must learn patience and restraint 
when planning the growth of cities. 
Especially with slow-growing races like 
Dwarves or Trolls, city improvements can 
bankrupt the empire. Therefore, draw up 
a list of things you cannot live without. 
These include: Builder’s Hall (if there’s 
not one already), Granary (to keep 
growth up while other projects are under- 
way), Marketplace (to recoup some mon- 
etary outlays) and Farmer’s Market 
(same as Granary). 

Once these are completed, the city is 
more than self-sufficient and can consid- 
er other topics, like self-defense. 
Obviously, if the city lies near to danger- 
Ous territory, a garrison unit will have 
come somewhat earlier in the chain. 
Religious institutions are usually needed 
around this stage as well. 

Its generally foolish to think of growth 
in MoM in terms of individual cities, since 
your money and food funds are held in 
common. A single massive city producing 
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Just Cause 


Don't neglect diplomacy as a means to an end. While no alliance can be eternal, pacts can 


give you the breathing room you need to grow. 


trade goods can pay for a dozen other's 
excesses. 

You'll need to have at least one money 
farm operating at all times. This should 
be your largest city, and preferably in a 
safe place. Rather than peak out early 
with all those Alchemist Guilds, turn them 
over to Trade Goods when the city is of 
comfortable size. This will give you the 
monetary leeway to go hogwild in other 
cities. After a score or two of turns, 
though, swap out money farms so that 
the big city doesn't get left behind. 

Watch your food level like a hawk. 
Excess food is lost and does you no 
good; lack of food kills expensive units. 
Use the money farms to produce more 
food when it’s needed, rather than pulling 
workers off real projects. It’s particularly 
necessary to maximize labor in nascent 
cities and allow them to build items like 
Granaries very quickly. 

Maintain a money surplus as long as 
possible. When it becomes necessary to 
shut down trade goods production, you 
can suffer a monetary loss for a while if 
your bankroll is big; alchemy can help as 


well if mana stores are large and mana 
demand is low. 


Diplomacy 


Use relations with the computer players 
to your advantage. At absolute worst, you 
can buy off possible trouble. At best, you 
can ally yourself to take out another 
mage with visions of glory. 

Always check the personality of a mage 
by right-clicking on their gem portrait. Get 
further info on that personality trait with 
another right-click. Imperious aggressive 
expanders are bad news, while peaceful 
perfectionists make awful good neigh- 
bors. Check also the specialities of the 
mage’s you've contacted. Mages with 
magic similar to your own will gravitate 
towards you, and actually make better 
allies since the two of you can trade more 
spells amongst yourself. Simply shaking 
hands with a fellow mage can save you 
hundreds of turns of research. Diplomacy 
is very much worth the time and trouble. 
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| THE PATCH 


MoM is a game of hun- 
dreds of variables and 
details. Unfortunately, 
the boxed version of the 


| game is less than capa- 


ble of running all of 
them. While some game 
patches are minor and 
change only a small por- 
tion of the game, MoM 
has a very large patch 
file that fundamentally 
alters the flow of certain 
portions of the game. It’s 
a much better game with 
the patch (although 
patched version 1.1 is 
not without its own new 
flaws). Players with 
Internet access should 
try anonymous FTP to 
wuarchive.wustl.edu, or 
other likely sites. Local 
BBSs should also carry 
the patch; MicroProse’s 
own BBS at (410) 785- 
1841 would be a good 
place to start looking. 


SCOUTING FROM 
THE Harb Drive 


Save before sending a 
war party into a ruin, 
temple, tower or other 
nasty place. Your scouts 
will tell you one creature 
type they see in there, 
but not their numbers or 
any other units in the 
vicinity. The report could 
be “Warbears”, meaning 
one Warbear unit, or 
“Warbears” meaning 
four Warbears plus three 


| Sprites. To combat this, 


use the handy save and 
load features to flee 
from battles you have no 
business being in. 
Normally, | don’t con- 
done this kind of cheat- 
ing, but the shoddy 
scouting feature in MoM 
makes this end run a 
necessity. 


BUILDING THE 
PerFect STACK 


You need a stack you 
_ Can trust to do all the 
dirty work: opening wiz- 
ard's towers, raiding 
dungeons, cracking 
open nodes. Let other, 
more minor, forces take 


out small towns and deal 
) | with raiders. This A 
"), stack is destined for bet- 


) ter. The primary ingredi- 
ent is heroes. Two is a 


F) good number, but put in 


more than three and 
you're losing conven- 
tional muscle. Try for 
missile or magic-armed 
heroes when you can, 
but plain old Brax will 
certainly do. The reason 
for this is that heroes 
have a higher return rate 
on experience; a demi- 
god is many times more 
powerful than a regular 
sword unit. In addition, 
heroes can be tailored to 
your needs with the judi- 
cious construction of 
artifacts. A simple 
Amulet of Pathfinding 
does wonders for the 
stack. To back up the 
golden children, though, 
you'll need some of your 
better muscle. Balance 
out the stack with two or 
| three heavy melee hit- 
ters, two or three missile 
troops, and (importantly) 
| a priest or shaman to 


" heal the stack after its 


| mighty battles. Which 


7 troops should be added 


' to the stack in each 


") position depends upon 


© the racial availability of 
troops. Golems, 
Paladins, Stag Beetles, 
- or whatever else make 

| good melee slashers. 

| Warlocks, Magicians or 
_ whatever else make fine 
_ missile troops. Just load 
_ up your heroes with the 
best mix of melee and 

_ missile power your 

| empire can produce. 


Combat 


sooner or later, it's gonna come down 
to combat. You can finesse the other wiz- 
ards all you want, but the raiders and 
monsters of the worlds aren't going to be 
swayed with Charisma and constant pay- 
offs. Whether you intend to build only a 
small defensive force, or a massive 
legion to sweep the lands clear of all 
foes, you'll need to get your hands 
bloody at some point. Luckily, there are 
good ways of reducing the amount of 
blood you shed and increasing the 
amount shed by your enemies. 


Strategy 


Every empire is different, but some 
basic principles will remain the same 
between all of them. Planning before- 
hand will often save trouble later; a good 
strategy provides a framework to plan 
around. After your first fifty turns, you 
should have a good enough idea of the 
lay of the land to make your decision 
between a defensive and offensive 
stance. 

lf you are particularly lucky, your capital 
lies in a verdant plain, far from any large 
neutral cities and fellow wizards. This 
allows a quiet defensive stance, which Is 
both cheap and easy. Just build a small 
garrison for each city and a massive hero 
stack (see left column). The hero stack 
does all of your attacking for you; new 
units will only be needed in new cities 
and to replace the occasional hero stack 
loss. Few games will allow this luxury, 
however; it can happen when you choose 


a Myrran wizard and no other wizards 
start on Myrror. | 

The converse of this is the Viking 
charge. Don’t spend much time improv- 
ing your cities; view them as warrior fac- 
tories. Have lots of nine-stacks wander- 
ing the map, picking off city garrisons 
until the city crumbles. The problem with 
this approach is that you can rarely keep 
up the pace economically. 

Most games fall into the middle. The 
best thing to do Is fall into a cyclic econo- 
my: long periods of strengthening fol- 
lowed by an intense offensive. The long 
periods of downtime allow you to jettison 
old units (Spearmen) and replace them 
with newer, better units that you've just 
now gained the ability to produce 
(Paladins). You can’t control whether 
you're going to fight; but you can control 
when you fight. Sue for peace with com- 
puter allies until you can shatter the 
detente with a full frontal offensive. 

When on the offensive, concentrate on 
taking cities. Any units your opponent 
may have out wandering about can be 
left until later or allowed to batter them- 
selves against your defenses. Divide up 
the attack into four or so nine-high 
stacks, plus your hero stack. Have a 
stack blast a city, then follow up with 
another stack to absorb the survivors. 
When all four stacks are depleted into 
one stack, offer peace. Then rebuild. 
You'll gain four or more cities, plus 
breathing room. Try extorting spells and 
lump sums of gold while you're at it. You 
won't win Most Congenial Wizard, but 
you just might win the game. It’s a good 
consolation prize. 


Don't ever let the computer cont 
troops. Just flee instead. Simply by the 
intelligent application of your strength 
you can beat a more powerful: army 
you'lljust take the timetothink = == 
The primary rule: include missile units 


in your attack stacks. The computer 
rarely has missile troops. This difference 
can be a huge advantage. Merely spend 


the first few turns of combat holding your 


combat line. When the enemy tromps 


into range 4 or so, open up with volley 
after volley of death from above. While 
few missile units carry much of a punch, 
three of them can reduce the enemy 
numbers substantially before your units 
take a single hit. Missile-using heroes are 
especially valued, since their arrows or 
magic can wipe out lesser units entirely 
once the hero is of decent level. Always 
aim at experienced units and units with 
special abilities like first strike in prefer- 
ence to other troops. Every figure that 
falls before it reaches the melee line is a 
figure that can’t attack you. , 

You still have a few tricks up your 
sleeve once the enemy reaches your 


line. Never attack an enemy unit head- 
on; always strike the flank or rear when - 
possible. The best way to arrange this is 
to strike a unit with one of yours once. — 


Then, tell the striking unit to Wait (not 
taking its second strike yet), and hit the 
target unit on the flank with an adjacent — 
unit. Then return to the first waiting unit, 
and hit the now- seen Hans The 


AY when badly outnumbered, hold your eee and let the enemy come to you Your mis- 
ee fasran st rts betes the a , | 


Gold. Greed. Gallantry. 


The gold is gone. Greed runs rampant. Gallantry will 
prevail. The legend of Zorro lives on in a whip and 
blade adventure of swashbuckling proportions. 
Featuring full-motion video. 

Available on IBM CD-ROM. 


—— THE PINNACLE OF —— 
ENTERTAINMENT SOFTWARE 


To order call: (305) 373-7700 - (800) 468-7226 - BBS (305) 374-6872 
Software Creations BBS (508) 365-2359, 2400 Baud - (508) 368-7139, U.S. Robotics - (508) 365-9352, 14.4-28.8K 


Zorro™ and ©1994 Zorro Productions, Inc. Licensed by The Imagination Factory. 


TECH SPECS 


Requirements: 
| 386/25, SVGA-VESA, q 
| 4MB RAM * touch. erect that case Better 
ee aed 


Sound Support: 
uy Most major sound cards 


Controller: 
Mouse or Keyboard 


Available for: 
PC and compatibles 


Designed by: 
Access Software 


, Distributed by: 
Access Software 


er eee ae 


ee 


GAME SUMMARY 


Tex Murphy is back on 
the case, but this time 
he’s got his hands full. 
You have seven days to 
solve a series of crimes 
that are all a part of a 
much larger situation. 
Tex will have to be extra 
observant to find some 
obscure clues to crack 
this one. 


In Eddie Ching’s Sind look c ne 


DO IT. 
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the Brew and Stew was torn up. 


the highfalutin’ side of town where you 
“might’expect to find a person who went — 
by the name “Countess.” She looked that 
‘Way too. She went on about a stolen stat- 
“uette that was really important to her and 


wanted to hire me to find it. - ? 

| went down to see San Francisco’s 
finest to get some information about 
some Franco fella who deals in rare arti- 
facts and jewels. He says that this 
Franco guy is in the market for Jade, and 
luckily for me | came across a hunk of it 
last night. | wanted to know more about 


what | was going to deal in, so | went to: 
see Rook t6 ask him about it He told me 
‘to get the paper in the recycling bin in the 


alley, that it had an address of a guy 
named Franco. He was at the Alhambra 
Theater, and | was already gone. 

There | met Franco, and after some 


“friendly small talk we got down to busi- : 


y and you should find the cele food behind o one of the 
menalieas ombine it _— the bale cage and you can catch the beast oo 


The’ statuette: was heavily: ‘itfae ds buts 
‘new how sae | get to it : 


HERE ARE Two DAYS FROM Mi THE D 


| wilieg to answer. my question. 1 kee 
about the Countess’ ‘statuette and he _ 


said he would tell me where | might find 
it. It was some rich collector named 
Eddie Ching, He drew the line when it 
came to the next tidbit that might have 


| The note | found in the garbage can outside _ Saved me a lot of orief: where to find him. 


| didn’t know where else to turn when | 
decided to mosey on back to the office. A 
few LE had is of Eddie Ching but 


This magia was "alidey Papen’: : 
keep since it ‘was worki au Me vo 


Eddie to go i: SO. > he 
telingme, - 
| talked to Nee about the oe 


him a ‘friendly visit. : 
Even though threats will get you where 
you need to go sometimes, unge™won’ me 


oe >> 


The drain in the hot tub room of the Golden 
_ Gate Hotel held the proof | needed. 
belonged to. He called my bluff, though, 
so | just stalled and he let me off. After 
some other business about a casino on 
Mars, | had to resort to some manly 
bravado to finally pull the wool over his 
Deady eyes. He told me the way in and 
What to watch for while | Was in the 
place. |_picked up a“Laser Blade” that 
was luckily the special for the day. 

it wasn't any better scooting along the 
ledge outside Eddie’s top floor apartment 
the second time, but with my trusty new 
Laser Blade | was in through the window. 
It was a nice pad but a little too busy for 
my taste. The fishes were really nice and 
their food quite tasty. | noticed something 
jutting out a bit On top of the book shelf 
and | had to stretch to reach it. When | 
opened it up 4.was not too surprised to 
find a key“inside. In the closet | found a 
Geigger Trap, so | guessed there might 
be a Geigger around here. | exited into 
the hallway and found the laser barrier 
that Underwood had told me about. | 
noticed a SwiteA On ihe opposite wall: By 
using the ¢fossDow, | shot and popped 
the panel open. Then | filled that little 
piastic.ring | found yesterday with some 
water | borrowed from the fishes and with 
trained skill, was able to toss it and get 
myself a ringer on the switch. The barti- 
cade was down and | entered the door 
on the left. 

There was the Geigger doing whatever 
Geiggers do best inside his cozy tank. 
There was a pole and noose behind a 
“Corner of the room, So | Swiped it, figuring 
it.might be of use later. The small mirror 
on the wall right above it caught my 
attention since | used to drag shiny 
things back.home when | was still a 
fledgling. With.the key | was able to open 
the way into Ching’s private stash. 
Moving pictures is one of my favorite 


pastimes, and this time it payed off as | 


found a safe behind one. lf Ching is like 
me, he would have the combination. writ- 
ten down Somewhere around here. | 
noticed a fax under the table that was 
about a birthday. At first | thought some- 
one like Eddie Ching, a person of obvi- 
ous distinction, would be too clever-then 
to.use something as easy as a birthdate 


for the combination. As it seems it was so 


convenient that | just happened to find it 
on that fax, | thought it was probably 


worth a try. Surprise, it worked. 


snooping around some more—atfter all, 
that’s what | get payed for—| found the 
Geigger’s chow and was ready to snatch 
the little bugger. | put some food in the 
€age, and he came right into my waiting 
arms. | then entered in the combination to 
gét.into the safe and found a security 
Cardvand a list of bidders. 

inside the secret room, there was the 
Statuetie in all its glory, but behind a laser 
field. There were a lot of pictures hanging 
in the room and | was overjoyed. The last 
one | moved had a switch that needed a 
security card. As | just happened to have 
one, | tried it out. It worked, and the field 
was down. There was a light crate near 
buy so | pushed it over to where the stat- 
uette was encased and'then simply used 
the pole and noose on.it. Gingerly, the lit- 
tle figure was in my hands and | was:out 
of there. 


Day 3 

That beating last night was Mot what | 
had in mind for celebrating my success. 
After working so hard to gef the statuette, 
a couple of thugs Rad to.come along and 
rain.on my parade. f just hope someone 
around here saw what happened, 

| talked to everyone around the neigh- 
borhood and nobody really knew any- 
thing about it. Then, finally, | was lucky 
enough to get a hint from Frannie Lucido, 
except she wouldn't spill the beans 


unless | did a job for her. She’d finally 


gotten fed up with her husband's galli- 
vanting and wanted some proof of his 
extra-curricular activity to file for a 
divorce. Louie at the Brew and Stew said 
Sal was in here the other night with some 


There was a champagne cork inside the bot- 
tle in the hot tub room of the suite. 


hot little number and he had a note with 
him. The note was. outside in a garbage 
can and torn to pieces. After | assembled 
it, | had a clue @S t6 where he might be 
shacking- up with the dame. 

lt was at the Golden Gate Hotel, but | 
had to get past the big oaf at the front 
desk. Having to put on the Inspector 
Burns costume might be a sick joke, but 
$0.is Inspector Burns. To get into the 
suite hentered the password from the 
assembled note. | found a piece of foil on 
the table, obviously from a bottle of 
champagne. Continuing my habit of mov- 
ing pictures, | found a list of some of his 
“acquaintances” behind one of them. | 
found an adjacent roomwith a piano init 
and sat down to twinkle the keys.a bit, but 
then it was back to work. | found’a room 
deodorizer that seeméd_pointless at the 
time, but came in handy later on. 

Then | wandered. into the bedroom and 
it turned my stomach fora moment. It’s 
not so much what Sal was doing to 
Francesca that sickened me, it was the 
thought of Sal if the bedw«ln the closet 
was some slinky underwear thing that | 
preferred to leave alone. There were 
some champagne glasses, though, and 
since | broke my set | figured I’d take 


them as part of my payment. 


The last room of the suite contained a 
hot.tub and that’s when | really got sick. 
No; 7 feally got sick. You would to if you 
saw Sal's trunks floating in the water. 


This is the ee It's OS TTT 
Gate Hotel. Sal would bring his toys here to play with them. 


COMPUTER GAME REVIEW 


Take A Look 
AROUND 


Playing a detective, you 
might expect to have to 
look carefully at practi- 
Cally everything. You 
can't leave a stone 
unturned. Fortunately, 
that’s the nature of a 
graphic adventure, so 
you have to do it any- 
way. Don't waste too 
much time looking in 
places that you wouldn't 
expect to find something 
normally. Instead, spend 
your time searching in 
places you would expect 
to find certain items. 
Look at places up close 
and then from far away. 
Use the ability that 
UAKM gives you to look 
practically everywhere. 
That means, get down 
on your knees, on your 
tip-toes and try to move 
anything that looks like it 
might move. Pictures 
are great places to hide 
things behind so don’t 
pass one by. 


A Hint For a 
SLEUTH 


If you’re having trouble 
getting past a certain 
place inthe game and 
are all out of options and 
ideas, don’t expect to 
get much of a hint from 
the Hints. They are 
almost always pretty 
vague and don’t help 
much. When all else has 
failed, you’re better of 
searching a little more, 
and if you still can’t find 
that elusive object, give 
up and try to go on. You 
don’t have to do every- 
thing to get to the end. 
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Insioe G.R. S. 
Laes 


When you finally get to 
the G.R.S. Labs facility, 
you might be wondering 
why you. haven't been 
required to use all of the. 
movement supplied in 
the interface. Well, 
here’s your chance. 
Before you get there, 
make sure you know all 
of the keys and what 
they do. There’s a secu- 
rity probe that roams the 
m halls and you have to be 
careful to avoid it. If it 
| gets too close, you'll 
@® have to restore a saved 
/ game. Get used to the 
Run key, ‘R’ because 
the probe seems to have 
poor reflexes. Don't 
worry about being too 
Cautious since this area 
is only time consuming 
because of all the run- 
ning around you'll do, 
not because of the num- 
ber of tasks. When you 
exit a room, use a quick | 
‘Q’ ‘W’ combination to 
look to the left and right 
and make sure you 
know which way to run if 
ou have to. The only 
place that is safe is 
inside one of the four 
rooms, but only fora 
short period of time. 
After that you will be 
warned about a security 
sweep and must find a 
place to hide to avoid it, 
usually behind a desk or 
in a corner close to the 
floor . The only time the 
probe will enter a room 
is after you've been in it 
for some time. While : 
running in the halls, take | 
j care to look around cor- 
ners when you are 
approaching a room. 
| Hold down the left 
mouse button, and you — 
 cansilide left orrightto 
im keep from being seen. 


piece of wire off a used it to pick ‘i 
_ lock in the bedroom. | searched the suite 
__and:found a shoe lace on the floor which 
tied to the magnet that I.pulled off of the 


went fishing | in the drain and was able to 
get to the screwdriver. Then | simply 
used the screwdriver to take off the drain 


~ develop it. 
_ At Hamm Underwood's Electronic shop 
down the street | bought a film develop- 
ment kit which was luckily the special of 
the day. By using it with the film | had my 
pictures. and my evidence. Boy! Sal must 
have more money than | thought! 
__ | took the pictures to Frannie and she 
was thrilled, so she held up to her side of 
the bargain. | asked her about the guys 
who Mugged me last night. | was sure 
they were about 66° and at least 200. Ibs. 
Vt 0 sure. She told me. about 


é and indeee ew was. | found Pug, 
as much as | hated to, | had to 
~— bit. ne it comes with the 


Poe he pales eT 


a4 TEV we 


ao the Colonel. : : 
Inside the Colonel's office | was 
~ shocked to see him. | mean, | wasn't sur- : 
prised that he was there, but that he had _ 
a knife sticking out of his chest, and! 
was sure he wasn’t cooking dinner. After 


‘back of the room deodorizer. With that, | 


~ ever and get the film. Now | needed to - 


| or: the Colonel's Office, there is a safe behind one of the — and 4 ‘file cabinet that i 
locked. You'll have to go visit Metanh Tode to get into them. 


they ran him to the hospital | decided to 
have a look around. Whoever had beaten 
me to it sure did a pretty thorough job— 
but not thorough enough. The Colonel 
told me about a disk that he hid some- 
where, and | found it behind a vase wnen 
| turned it around. | used .jt on the com- 


This is Pug. See how hig and strong he is? | 
had to threaten him to get anywhere. 


puter and gained access to his personal 
log about the case he was working on. It 


Sounded like what he had found was too ~ 
Much for Gramps to handle.”"What was 


needed was a young, sharp, witty and 
Charming guy like myself. There Were a 


“Number of pictures of some curvaceous 


blonde hanging all over the wails, and on 
the calender. | figured she might be able 
to tell me something, since the Colonel 
was a bit indisposed at the moment. 
There was a greeting card that the 


Colonel was preparing to send to her, so. 


figured 1d be kind.and hand deliver it 
myself. 

| took a little ride to the other side of 
town to see if | could find the Countess, 
but was surprised to see the place aban- 
doned and virtually cleaned out. On the 
chandelier was a large bird (no relation of 
rig) that-had something ainy-¢ ‘he 


tight in his claws. The on yb bi in 
my family is my Uncle Rex Murphy, but 
that’s another story. | found a watch on 


top of the mantle and another torn up 
note in the trash can. There was also an 
ashtray filled with cigarette butts, all the 
same, so | took it as a clue. | used the 


watch to get the bird to drop: the cigarette 


she knew | was ligit. | asked her about 
the key to the locked. cabinet at the 
office, and she gave it to me after some 
persuading. | told her to put on more 
clothes or she'd 4 a cold, and then | 
left. 

Back at the Colonel's office | opened 
the cabinet and found some documents 
that appeared to be in code. | also found 
a wall safe behind, you guessed it, a pic- 
ture, but couldn't find the combination. | 
decided to return to Melahn’s place to 


see if she had itandifsheilistened tomy 
advice. She did indeed have the.combi-.. 


_ case he was honing and was on ny ae ao 
again. — 
The Colonel’ S ‘dames was 5 camed | 
Melanh Tode and | found where she was 
staying. | delivered the greeting card, so 


nation and, no, she didn’t listen to me. 


Oh well, let her get sick. Someone would 
have to take care of her while me 


Colonel recovered, right? 


| opened the safé and insidé was the 


code to the documents from the file cabi- - 


net. It took me a little while to figure out 


the note, but not too long. It is my job 


after all. 


| learned about somebody named 
Alaynah Moore who was at the Roadside 


Motel. On the drive over, her. 


bugging me like | should know itv When ‘i . 


got to the Motel and saw who it was, it 


dawned on me. | had dated her sister. | 
some time back while she was justa 
bratty little kid who would never leave us 


alone. She said she had a crush on m 
for quite awhile, ‘Which is great. fo that 


old ego, but that she was"also over it 
She was cooperative nonetheless, and - 


gave me the key to the place she used to 


work at called G.R.S* Labs and warned ss 


me about a security probe. 


-Tasos Kaiafas 


Sure it’s disgusting, but jie ra fe 3 some 
2 — left to a cigarette, I'll take it... - 


“Bandit at three 0-clock!” 
You shout fo your wing man as the 
MiG slashes through the air. 
Instinctively, you grab the 
THRUSTMASTER F-16 FLCS stick, 
punch the afterburner and take your 
Falcon into battle. 
G-forces rip at your body as you 
fear through the sky in pursuit. 
Adrenaline causes your hand to 
tremble as you work the fully 


programmable hat switches 
and buttons. 


THE REALITY SPECIALISTS 


Instantly, track your enemy and 
choose the weapon of his destruction. 
You pull hard right and fall in on 

his six. “I have a lock!” Squeezing 
the two stage trigger, a Sidewinder 
slices through the air - to the kill. 


THRUSTMASTER F-16 FLCS 
« Unlimited Programmability 


« Unparalleled Performance 
x Uncompromising Reality 


THRUSTMASTER’ 


10150 SW NIMBUS AVENUE PORTLAND, OR 97223 - 4337 PHONE (503) 639 - 3200 FAX (503) 620 - 8094 


IGAME OVER 


BRAVE HUMANS DEFEAT 
OTHERWORLDLY MENACE! 


AFTER MANY MONTHS OF FRUSTRATING BATTLE, THE 
X-COM TEAM ATTACKS THE ALIEN HEADQUARTERS! 


The aliens had been plaguing us for well over a 
year. X-Com had grown from its initial inception to 
an organization that spanned the globe. The aliens 
had not been idle, however. Their influence had 
cause the majority of the countries that funded X- 


_ Com to back out of the project and sign separate 
agreements with the creatures. The mood was 
_ grim at the Dubuque base. 
Things looked bleak for X-Com and all of 
_ humanity. Alien bases sprung up everywhere on 
the earth; there were simply too many for us to do 
anything about all of them. Governments were 
alternately furious and frightened. Our funding was 
cut, and still we persevered. 
_ Finally, our luck changed. On a scour mission in 
which we planned to eliminate one of the many 
alien outposts, we captured one of their comman- 
_ ders. We placed the creature under interrogation 
and it finally cracked. The aliens were holed up in 
and area on Mars they called Cydonia. Things on 
Earth had degenerated to the point where X-Com 
and most of the world governments were running 
on fumes. We had to act and act quickly. If we 
could clear the base on Mars, we could prevent 
~ further invasion. 
Steve Darnall 


For those of us on the Avenger, the trip to 
_ Cydonia was all too short. Infiltrating alien bases 

_ was a hit-or-miss proposition, and the survival rate 
on such missions was notoriously lower than on 
the standard crash site or terror mission. Still, 
there was nothing to be done about it. We needed 
to ae in and get moving. 
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“On the surface, fed were a number of nossiile 
entry points to the base. Agents disembarked from 
the Avenger and found the aliens waiting for us. 
Sectoids, Ethereals, Cyberdiscs and more were 
trying to stop us from getting into their precious 
base. We were lucky, though, because we had 
landed close to the entry points. Even so, some of 
us didn’t make it underground. 

Cydonia seemed a lot like a normal alien base, 
except that it was much bigger. With a team that 
was already smaller than we had hoped going in 
due to the casualties sustained on the surface of 
Mars, we were all worried about our chances at 
taking the base. Still, we knew we had a job to do 
and that it had to be done. 

Several of us stayed on the top level. Mainly, this 
part of the team consisted of the members with the 
best psi ratings. With their psi amplifiers, they were 
able to get occasional control of one of the aliens, 
something that they were also able to do to us. We 
also kept our heavy weapons specialist up top, 
ready to assist us with the launch of a timely 
blaster bomb if we needed it. 


Things went relatively well for a while. Not many 
aliens were present at first, and those that we saw 
went down quickly. We were all pretty nervous, 
and the presence of the chrysalids only increased 
our growing panic. We managed to. avoid having 
anyone turned into a mutant by the foul things, but 
the effort of killing them left us open to attack by 
the ethereals that snuck up behind us. It was with 
a heavy heart that we had to turn our lasers on 


several of our teammates to keep them from killing 
us. Now there was an even bigger score to settle! 
From experience, we. knew that the control area 


of the base would be on the top level. Every time © 


we found an elevator up, someone took it and 
looked around. Finally, in the western part of the ~ 
base, we located the enemy headquarters. 

The bloated alien leader was surrounded by four — 
ethereals, who were relentless in their attempts to 
take over our minds. We resisted, somehow, and 
our heavy weapons specialist came down to the 
lower level, guarded by a couple of other troopers. 
While he moved into position to take out the alien 
leader, we sniped at the ethereals from below, 
popping up for a couple of quick shots and then 


retreating to a always covered by another 
team member. 

When the ethereal guards were all dead, we 
moved in for the kill. The blaster bomb hit the alien 
beast in the center of its pulsating eye. For a few 
seconds, pandemonium reigned as the control 
panels of the headquarters exploded around us. 

It was then that the alien brain spoke to us. It 
told us of the life on Mars that had once been and 
had been destroyed over the millions of years. 
According to the brain, Martians had been visiting 
us for thousands of years, and had in fact directed 
our evolution. We had them to thank for the way 
we were. It begged for its existence, telling us that 
if we killed it, we would be destroying the one thing 
that had made us live. It begged us for a peaceful 
coexistence. 

But we thought of all of our team members who 
had died because of the alien menace. We drilled 
the creature in mid-sentence. 
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And so the life of X-Com drew to a close with the 
death of the alien horde. Like our alien progeni- 
tors, we were no longer needed. Our job here was 
finished. My only regrets as we flew back to home 
on the Avenger were that many friends were not 
alive to witness, this day,.and that,| wouldn't. be 
able to keep my cool laser rifle. 


MIRAGE TECHNOLOGIES PRESENTS 


Where nothing is human, mercy is a foreign concept. At Electrocorp, 
the largest manufacturer of military and industrial robots, there are 
no humans. And when an evil virus infects, the robots begin their 
grisly uprising. There is only one way to end the rampant evil: send 
in an eliminator. You are selected. You are the Cyborg. You must 
destroy six robots, each equipped with more superior battle skills 
than the next. When the robots rise, there can be no mercy. 
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